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SIX INSPIRED 



action sequences put you in control 
ot Elliot Ness's elite squad of crime-busters. 

ALLEYWAY SH00T0UTS, 
THE BORDER RAID, 

The Railway Station confrontation and 
Warehouse bust culminating in the 
thrilling denouement of a ^ 

KOOFTOI'DIJEL f i 

as you re-live the knife edge 9 * * 

existence of Ness in his struggle 
against the retribution of Caponel 
THE LVTOl ( HABLES-UVE AX AMKRK AN I E' 
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NOW WITH TWICE THE ACTION, 
TWICE THE FUN,TWICE THE CHALLENGE 

The H '-)ack report came from a DC10 leaving Paris for Boston -Arab 
■ I \J guerillas were in control of flight 102 and had turned the aircraft towards 
Africa. ..The plane lands in hostile territory and the terrorists begin 
their demands... 

or the bulletproof vest but watch out for 
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tion Thunderbolt the incredible Taito coin-op conversion 
brought NOW to your home computer. 
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Man. Utd. 
going down 
on page 12 




Ear to trie ground, finger on ihe pulse. 
ZERO'S firs) (or news! 



Manchester United, BSS Jane 
Seymour, Castle Master, Wreckers 

and the best of the rest. . . 

20 JAM JAR JAPIS 

ZERO lops the opposition with the 
definitive guide fo driving games - from 
Fast Lane la Indy 500... 




The Lost Patrol, Midwinter, Dragon's 
Breath, Pipemania and loads more.. 



John Mmson examines lank sim Team 
Yankee through Ihe barrel-shaped window. 



You hove a console, we have ihe dedicated 
mag within-a-mog This ish feafures ihe PC 
Engine Super Graphx and a martial 
arts special 



Win three 

Nintendo Deluxe 
Sets plus ten 
sweolsriirts in (he 
console compol 

LITTERS 

A.C.F.KI What the LH 

60 dIjA vu 

You've seen it before 
somewhere... This 
month's old games 
on new formats 
include Nebulus 
and Pro Tennis 
Tour. 



66 SUBS 
Free Ocean game or 
ZERO HERO T-shirt 

when you take out a 
subscription. Go on, 
make your day. 

7 2 THf PRICE 
IS RIGHT 

Good of Les 
Crowther with a bog 
of cheapie goodies. 

74 DOSH 
EATERS 

A report from Ihis year's 
Amusement Trades 
Exhibition International featuring brand new 
arcade 'eleases. 

79 COMPETITION 

Win a fabbo state-of-the-ari radio- 
controlled plane and fen P47 kils from 
Microprose. 



"and Alistoir. Space Ace complete solution, 
part two of Switchblade map and o host 
of olher cheats and lips. 

80 COMPETITION 

Win over o £1,000 worlh 
of Mirrorsoff's 
top twenty 
games plus twenty 
T-shirts. 

93 MAIL 
OROER 
For sale ZERO 
goodies, no 
previous owner, 
perfect condition. 
Would suit hip 
reader. 

04 ADVENTURES 

Mike Gerrard pays a visit to Magnetic 
Scrolls and reveals ihe intimote details of 
Leisure Suit Larry II. 




Find out what Nostradamus has in store for 
Stock, Aitken and Waterman... 




GAMES LIST 

Need a review or preview fast? 
Look it up in the ZERO quick 
reference index. 



REVIEWS 

72 Advanced Ski Simulator 

Codemasters 
72 Aladdin's Magic Lamp New Line 
60 Bad Company Logotron 
54 Basketball Nightmare Virgin 
20 Buggy Boy Elite 
SO California Games Atari 
56 Conqueror Rainbow Arts 
62 Dragon's Breath Palace 
76 Drivin' Force Digital Magic 
22 The Duel: Test Drive II Accolade 
50 Electro Cop Atari 

20 Fast Lane Artronic 

42 Full Metal Planete Infogrames 

50 Gates Of Zendacon Atari 

21 Hard Drivin' Domark 

22 Indy 500 Electronic Arts 

51 Japan Warrior Micro Media 
26 The Lost Patrol Ocean 

36 Midwinter Microprose 
60 Nebulus Hewson 
30 Pipemania Empire 
60 Pro Tennis Tour UbiSoft 

21 RAC Lombard Rally Mandarin 
70 Risk Leisure Genius 

40 Space Harrier II Grondslom 
20 Stunt Car Racer Microprose 
51 The Super Shinobi Supervision 

22 Test Drive Accolade 

72 Treasure Island Dizzy Codemaitcfi 

PREVIEWS 

14 BSS Jayne Seymour Gremlin 

15 Castle Master Domark 
IB Dominion GamMar 

16 Emlyn Hughes Arcade Quiz 

Audiogenic 
16 Intruder UbiSoft 
12 Manchester United Krisolis 
18 Netherworld Hewson 
16 Scavenger Hewson 
18 Starlord Roinbird 
32 Team Yankee Empire 
16 Wreckers Audiogenic 
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ST CUTS 



Thinking of buying an ST? It could be 
worth waiting a couple of months to 
see what Atari has up its sleeve. The 
company is being uncharacteristically 
cagey about its plans for 1990. but ZERO 
has an idea that there could be a price 
cut in the offing on the standard 520ST 
package - although you probably won't 
get your 20-odd games in the box as 
well. Still, a 520 ST at £299 or even E249 
is not to be sniffed at. 

Commodore's claim that it has now 
sold over 200,000 Amiga 500s in the UK 
has evidently rattled Atari, which has hit 
back by announcing there are 250,000 
ST users in Britain. Over to Commodore 
again - any advance on that? 
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KICK OFF 
TOP OF 
THE LEAGUE 

Anco's footie simulation Kick 
Off and US Gold's Indiana 
Jones Adventure walked off 
with the awards for best 16- bit 
arcade game and adventure game 

respectively 
at the 
industry's 
awards 
dinner at 
the end of 
last year. 
The prize for the most 
original 16-bit game went to 
Populous, for which development 
team Bullfrog won the programming 
award. 

Most of the categories are voted for 
by a selection of publishers, editors, 
distributors, etc, but Commodore 
also sponsors its own award for 
Entertainment With Vision (which 
generally seems to translate as 'best 
use of an Amiga,' won this year by 
D- Paint III. 



Batman:The Movie: Best non arcade Ikon transl* 



Other 
awards: 



Best 16-bit budget game: 

Super Grid Runner (Llamasoft) 

Best 16-bit simulation: 

Falcon (Mirrorsoft) 

Best 16-bit arcade licence translation: 

Operation Thunderbolt (Ocean* 
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MICROPROSE 
MOVES 

STEALTHILY TO UK 

The ST and Amiga versions of F- 19 
Stealth Fighter from Microproso 
have been delayed due to the 
American coding being binned and the 
project being restarted from scratch in 
the UK. As exclusively reported two 
months ago, Microprose has established 
a UK in-houso programming team and 
Stealth Fighter will be its first project. 
Although no reasons have been given, it 
should be noted that a Microprose bod 
said of the new ST and Amiga team." 
The programmers over here are much 
better with these computers. We'll 
have... much better simulation software 
for them." Quito. 



alf a million 68000 computer 
owners is fair enough, but the 
consoles look set to catch up fast. 
Demand for the dedicated games 
machines is such that if the 
manufacturers won't officially release 
them in the UK, other companies are 
quite happy to bring them in unofficially 
- which is known as 'grey' importing. 

So, what's in store? The new 
Nintendo colour Gameboy should be 
around on import from the spring and in 



addition to modified PC Engines, there's 
the PC Engine Super Graphx (see page 
48) which has just been launched in 
Japan. 

Virgin, which has exclusive UK rights 
to the Sega consoles, hopes to release 
the 16-bit Sega Megadrive this summer 
and of course Atari's handheld Lynx is 
also due for release. If you're very lucky 
indeed you may find a Lynx on sale in 
March or April, but Atari plans to have 
supplies in volume by the autumn. 
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ON THE 
GRAPEVINE 

Expect the conversion of the coin-op Midnight 
Resistance some lime around Easier ftom 
Ocean. It's being programmed by Special FX, 
responsible for the stunning Untouchables 

game, amongst other notables 
•Activision will be releasing the coin-op 
conversion Sonic Boom in the spring. We 
know nothing about it. so we osked them about 
it. "It's got aeroplanes and things, and you-'re 
flying over the sea... erm... that's it." We're sure 
it's going lo be brilliant. Honest. One that looks 
totally fab at the moment is called Warhead, a 
mossive space stro'egy gome that the author 
Glyn Williams has been working on for eons. It's 
based on all sorts of realistic projections of what 
space hardware's going to be like in a century 
or so. Then they have a game colled 
Driftlands due out, but erm... we know nothing 
about it. 

•More sequels are on the cords. Safari Guns 
II is on the way from Infogromes and The Edge 
hove promised us - wait for it - Garfield III 
Can't wail. Then thero's the ol' classic Football 
Manager, being given yet another new lease 
of life os Football Manager: World Cup 
Edition 

•Krysolis, not content with foisting Manchester 
United onto the unsuspecting public, plan lo 
follow it up with a hockey game in a similar 
style. If that one sells, there'll be a rugby game... 
•Virgin will be releasing the 16-bil version of the 
arcade classic Golden Axe later in ihe year. 
Virgin hove also announced o computer game 
based on Ihe novella Dune Being such a short 
and light tome, it could only emerge as a shoot 
'em up of course. Not a strategy epic, that's for 
sure Not content with ihot lot, there's Silver 
Surfer, although that might not be ready until 
(cough) 1991. Blimey. 

•Domark is evidently determined to get os much 
out of its hit Hard Drivin as possible. This 
month sees the PC version of the game released, 
and also - a bit ground-breaking, this - an 
Archimedes version. As well os the extra tracks 
disks, which should be released in the next 
month or so, the company is plonning a Hard 
Drivin' Construction Kit for the end of the 
year. On the licence front, Domark have 
snapped up rights to the coin-op Klax - even 
though the game hasn't even reached the 
orcodes yell The Doms are also groaning under 
the weight of the packaging for Broderbund's 
Ancient Art Of War and AAOW At Sea, 
which collectively have manuals the size of the 
Encyclopaedia Brilannica. Coming via fork 
lift truck into the shops late spring. 
•Still heady after all the praise heaped on 
F16 Combat Pilot, Digital Integration 
releases Ihe first of the 16-bit versions of 
Advanced Tactical Fighter (ATF) next 
month; PC and ST come first, with the Amiga 
version lagging behind into April-May. 
•John Phillips, programmer of ihe famed 
Nebulus, is presently working on Hewson's 
Scavenger which should be in the shops around 
June time (see previews). 




de llcansi translation winner. 



Best 16-bit non-arcade licence 
translation: 

Batman - The Mov/e (Ocean) 
Best overseas game: 
Future Wars <Delphinel 
Best 16-bit sound and music: 
Xenon If (Image Works) 
Best 16-bit graphics: 
Fiendish Freddy (Mindscape) 
Best software house: Ocean 




BOND IS 
BACK (YAWN) 

There may not be a James 
Bond film released this 
year, but there'll still be a 
James Bond game. Domark, which 
holds the 007 computer games licence, 
only started putting Bond on the 
computer five years ago, so it has plenty 
of titles to catch up on. 

This year's offering is The Spy Who 
Loved Me, one of Roger Moore's 
particularly impassive efforts on film, 
featuring Barbara Bach as The Girl. 
Domark's computer translation will offer 
a familiar mix of shooting, dodging and 
exploring. Due for release in July. 



S Gold reckons it's time to take a 
new look at its 16-bit games policy. 
It wants to dig up titles which are 
that bit more sophisticated than your 
average arcade conversion, says the 
company's Danielle Woodyatt. "We're 
going more heavily into original games 
and 16-bit only titles. We think that 
people with16-bit machines want 
something they can get their teeth into - 
an arcade conversion may lack depth." 

The first fruits of this decision should 
be out this spring and early summer, 
starting with The Legend of Billy 
Boulder, an American game with a 
cartoon-style theme and graphics to suit. 

That's followod by Sphericule. being 
developed in the UK by The Assembly 
Line and Knights Of The Crystallion. an 
adventure style game for the Amiga. 



Moonwalker - Presumably games like 
this aren't what US Geld has In mind 
fer its new original software. 



MINT IMPERIUM 

American publisher Electronic Arts is building up its catalogue of games originated 
in this country with the release of Imperium, a strategy game in which players must 
use their diplomatic, economic and military skills to stay alive in the 21st century. 

This fetching couple on 
their way to a toga party are 
Imperium programmers Nick 
Wilson (left) and Matthew Stibbe 
(right). Imperium is Nick's first 
16-bit game after some time 
spent converting 8-bit titles for 
Durell Software. Matthew has 
extensive experience of writing 
wargames for PSS. Gosh, I say. 

Imperium is due for 
release in March on ST and 
Amiga. 
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PROBE DOES THE BIZ ON VIZ 



Not rude enough! That was the verdict Virgin gave 
to Probe Software when it saw the company's initial 
storyboard for the game based on Viz comic. 

Probe is now working on a no-holds-barred 
version of the game. This means that Johnny 
Fartpants, the Fat Slags, Roger Mellie et al won't 
be appearing on the computer now until late 
summer, along with Virgin's other big licence 
Monty Python and the new Judge Dredd game. 
So you'll just have to hold on until then (fnarr, 
fnarr). 




Ol written and compllod by Christina Ersklna 
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PREVIEWS 



Soon the sun'll be 
shining, birds 
singing, little ba bas 
blearing in the 
fields... Hurrah! And 
what will you be 
doing while the 
wonders of nature 
explode - nay erupt 
- in splendiferous 
wonder? Sitting in a 
darkened room 
playing one of 
these rather super, 
forthcoming 
games, we'll 
wager. 






An offer Is made for one of 
your transfer lilted players. 
Will you accept It? Oosh, the 
tension Is unbearable! 




ie is 




12 



ZERO 



I The way 
I Manchester 
I United ate 
I faring at the 

moment, a 
I computer gai 
I probably just 
I about the only 
I place where 
you're gonna find 'the lads' winning this 
season. It's being programmed by the 
chappies up at Teque, the coding house 
responsible for the 16-bit versions of 
Blasteroids and Thunderbirds amongst 
other things. Krisaltswill be publishing 
the game, which, rather than being a 
management sim or arcade game, is 
both! Ho yes, none of yer half measures 
here, matey. It's the whole kaboodle 
squodged into one massive epic game. 

The 'plot', such as it is. is the same 
as you find in every soccer game. Pilot 
the 'Red Devils', as they are known 
around Rusholmo and the Satford 
Docks, to the top of Division One taking 
in the F.A. Cup along the way. In the 
lanagement section, there's all the 
usual features, plus absolutely billions 
of other new ones never before seen 
on this planet.' Teams are chosen 
from a squad of players, 
depending upon which are fit and 
available for play. Each player 
must be given a training program, 

concentrating on the skills which are 
most relevant to that particular 
player. There's not much point making 
a goalie concentrate on his heading 
skills for example, is there? The intensity 
of the training program can also be 

•Well, m the ZERO offkei at leo*t- 



varied, but push a player too hard and 
he could easily sustain an injury. 

Should you suddenly find yourself 
bereft of enough players to make up a 
decent team, you could, like the real 
Manchester United, turn to the transfer 
market to fill up the squad. Some 
bargains can occasionally be picked up, 
but more often than not players are a 
tad on the expensive side. You can also 
make bids for players that aren't on the 




fA short animated section of the 
draws In the F.A. Cup. As this only 
happens for the semi finals and 
finals, you won't be seeing It much. 

transfer list, but these offers are much 
more likely to be refused; more often 
than not by your board of directors who 
don't want to pay seven million, even for 
a stunning player like Emelyn Hughes. 

Once you have managed to string a 
team together from various has beens 
and runner beans, it's into the arcade 
game to give the opposition a good 
kicking. This is a side on view jobbie, 
with an absolutely huuuuuge pitch and 
billions of tactics to use. There are 
linesmen belting up and down the 



MANCHESTER UNITED 



preview 



ESTER UNITE 



ifc ' Br * wo 9°' ' oro wo 9° ' ' oro wo 
V go... It's the first match of the 

' season, all the uncertainty, 

the apprehension, the 

excitement. Oooh, It 

fair makes you 

hold your 

breath In 

anticipation. 

(No If 

doesn't. 

U.I 



| The local rag 
tO dale with 

all the latost 
news that's 
fit to print, 
plus quite a 
bit that Isn't. 

Bit like 
ZERO, really. 
(Talk about a 
snappy 
headline.) 



sidelines trying to keep up with you as 
you headbutt and foul your way to the 
top of the table and many other brilliant 
details. Teque have made this section as 
realistic as possible and consequently, 
the referee has a little bald patch. 

All of the current Division One teams 
are in there and the computer simulates 
the other games that are taking place on 
any particular day. Each of the computer 
teams have been programmed to have 
approximately the same chance of 
winning the league as their real life 
counterparts; so after a few games 
you're likely to find Liverpool and 
Arsenal battling it out for the top place 
and Manchester United (under your 
masterful control) languishing 
somewhere down at the bottom. 

Should you decide that you don't 
want to be playing against Arsenal, you 
can change the name of any of tho 
opposition teams and players, in 
addition to the skill levels of the arcade 
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THE NEW SEASON STARTS THIS 
WEEK WITH UNITED HOPEFULL THAT 
THIS SEASON WILL BRING THE 
CHAMPIONSHIP TO MANCHESTER. 
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game. This way. you could even find 
yourself up against Neasden F.C. itself n 
the F.A. Cup Final. (Neasden are more 
likely to get there than Man U.. but we 
won't mention that.) 

There are just squillions of other 
things to do. squillions more than we 
can mention in this petite previow and. 
as you can see, the game's wrapped up 
in some brilliant graphics. Look out for 
the full review of Manchester United 
coming soon to these hallowed pages. 



WHAT'S WHAT 




f 1 And It's Neasden' s most expensive 
forward, Aldan flurry, about to 
show his mettle for tho 1 8th time 

this soason... Goooooaaal! 



fZz Hmmm... Man. U's answer to Pole 
*•( will have to do a bit more training 
* if he's going to prevent Aldan from 
scoring his 3rd hat trick of the match. 



THREE MILDLY 
INTERESTING 
MANCHESTER 



Du ring the 1957/8 season, 
most of the squad were 
killed when their plane 
crashed into the side of a 
mountain. Matt Busby, then 
manager, went on to drag a 
young squad together which, 
against all the odds, reached 
the F.A. Cup final against 
Bolton Wanderers. The whole 
country were rooting for 
them... could they win??!! No 
actually, Bolton gave 
'em a right pasting. Hur hur. 

Last season, Manchester 
United didn't win 
anything, unlike Bolton, 
who won the Sherpo 
Van Trophy. 

Manchester 
United are fairly 
close to the 
bottom of their 
Division. Funnily 
enough, Bolton 
are very likely to 
get promoted this 
season. How about 
tat then? 
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Irradiated aliens. A 
deserted space hulk. A 
knackered computer. All 
in a day's work for 
Sean Kelly, who put a 
goldfish bowl on his 
head ready to confront 
Gremlin's BSS Jayne 
Seymour... 



Ei 
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Thli Is your backpack. Okay, so It doesn't lack 
Hi at much Ilka a backpack bat than net all 
spaceships are rows of corridors and poop I* 
don't usually loavo cigarettes and matches 
lying round on tbo floor. LUtan matey, you're 
going to bavo to aso your Imagination If 
you're ever going to on|oy computer gomes. 




BSS JAYNE 
SEYMOUR 





Oh look! Someone's loft ■ cigarette and a 
box of matches on the floor. There's a 
of luckl Hang about, I don't smoke... 



Ten years ago (or about two 
hundred years from now, if you see 
what I mean! the rather large 
Biological Survey Ship Jayne Seymour 
left Earth with the aim of reaching the 
Orion arm of the galaxy. The mission 
was to collect any alion life forms they 
encountered and bring them back to 
earth. Unfortunately (where would 
computer games be without the dreaded 
'unfortunately'? But I digress... ) a slight 
slip of the gearslick, a dodgy light speed 
jump and what happens? Well the entire 
vessel is bathed in radiation when it 
emerges too near a Wolf-Raert star. Due 
to one of those strange computer game 
quirks, all the staff are turned into 
Chernobyl chunks and all the aliens 
quickly escape to roam the ship 
unharmed. Major bummer. 

Anyhow, ten years on. the 
radioactivity has cooled down a little 
and it's been decided by your bosses 
that the time is right to send in a fairly 
dispensible but vaguely intelligent 
stooge to check out what's happening. 
Given that this has been decided by 
your 'superiors', it's not a surprise who's 
gonna get to go. 

That's the scenario anyhow. What 
you are actually left with beyond the 
codswallop is a game that bears an 
uncanny resemblance to Dungeon 
Master set in space. From what ZE 
has seen of BSS Jayne {I love prat 
through French gardens) Seymou 
however, it would seem that there 
lot more to do than wander round 
casting spells and killing trolls. 

There are tons of things to find 
including various chips, each of w 
gives you one command so that y 
can find the programmable droids 
for example, if you had a droid wi 
'GO TO', 'ATTACK' and 'SELF 
DESTRUCT' commands, you couU 
the droid to room 201 where a na; 



This Is 
one of 
the dis- 
gusting 
mutant monsters 
that you're going 
to come across. 
Servos you right 
really for be- 
longing to a 
race that trolls 
around the galaxy 
picking up 
'specimens' of 
other weird life 
forms without so 
much as a 'by 
your leave'. 



mutated beastie is waiting for you. He 
would attack any other mutants he 
encountered on the way and on 
reaching room 201 would self destruct. 
That'd give the beastie a surprise, no 
doubt about it. Similarly, you could 
send it into radioactive rooms to collect 
essential bits whilst you doss about 
drinking coffee all day. Just about the 
only perk you're gonna get, really. 

The ship is absolutely massive and 
there are innumerable tasks to 
accomplish before your mission is 
anywhere near completed. There's 
monsters to kill, weapons to collect and 
build and innumerable ship's computers 
to repair. From what the ZERO spy saw 
of BSS Jayne Rosesandperfume. it looks 
like it could be one of the games keeping 
you out of the sun for months on end 
this summer. It'll be out in March on ST 
and Amiga, at a price bearing an 
uncanny resemblance to C24.99. 




WHAT'S WHAT 


TITLE 


BSS Seymour 




Gremlin 




To be announced 


FORMAT 


ST/Amigo/PC 


RELEASED 


March 
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CASTLE MASTER 

Crumbling crenellations! There's something spooky behind the 
drawbridge! While waiting to get his chainmail back from 
the dry cleaners, Paul Lakin wandered in for a look. 



A year is a long time in anybody's 
life. It's about the time that it's 
taken Incentive to develop Castle 
Master and it's 24 hours short of the 
deadline forghostification in the storm- 
covered Castle Eternity. Built by the 
Normans over the grave of the Master of 
the Black Arts (a trifle rash methinks), by 
the time the sixteenth century has come 
around. Castle Eternity has become 
rather different from our own dear 
Travellers' Rests. Anyone foolish enough 
to seek shelter within its grim walls is 
held captive for a year and a day before 
being turned into a spirit and not even a 
malt one at that. 



Once inside then you're on your own 
I'm afraid, with only two missions for 
company. Firstly you must rescue the 
Prince or Princess (that's your twin). And 
secondly you must clear the castle of 
evil spirits. And after that... well I don't 
think there'll be an 'after that', so let's 
not worry about it. 

The evil spirits and your twin both 
give themselves away by making 
suitable noises, either ghostly or 
plaintive, the direction of which you can 
try to judge and pray not to got wrong. 
In a game full of problems and puzzles, 
at least dealing with the evil spirits is 
relativoly straightforward. You just 




O.K ihis Is the 
vault, to where's 
Hie oxy aeetelene 
torch. 



This fact might be of only minor 
interest to the average passer by. When 
you're standing outside the drawbridge 
a year after your twin vanished inside 
the bowels of the castle, it's probably 
more important than your Poll Tax 
rating. Obviously your next move is to 
break into the castle and indulge in a bit 
o' that old rescue malarkey. Sadly this is 
not as easy as it might sound. {Actually 
it doesn't sound at all easy. Ed.) 

The first problem you face in Castle 
Master, Domark's latest action 
adventure, is how to get into the flippin' 
castle in the first place. Fortunately for 
you, ZERO looks after its readers and 
hates to think of them hanging around 
drafty moats without a proper scarf so 
here's a leetle clue. See that pile of 
rocks by the hut? Good. Now 
look up by the lop of the 
drawbridge. See 
that hole? 
Right, now 
think about it. 
There, what 
other magazine 
gives you tips on <j 
a game that isn't 
even out yet? 




heave a brick at them. 

By looking at the spirit level (sorry. 
Incentive's 'joke' not mine) you can 
judge the number and strength of the 
nasties. If the level reaches the top then 
down comes the portcullis and bang go 
your chances of retiring to that pleasant 
cottage by the sea. 

Although this might give you a rather 
bleak view on life, it will at least be a 3D 
one. The veritable maze of passages, 
kitchens, libraries and the like that you 
face when you enter the castle are all 
displayed in solid 3D graphics, 
incorporating an advanced form of 
Incentive's Freescape technique. These 
graphics are viewed from a first person 
perspective, which means I 
you see the game through 
your character'^ eyes - 
no turning your back o 
putting your hands ovt 
your eyes. 

Those eyes better be ^ 
fairly well peeled as you 
attempt to solve the 
ncreasingly difficult probler 
which stand in your way. The fac 
that many of these problems have m 
than one solution (and that's not 




Twin or no twin, I can think of a million and 
one places I'd rather be. listen, I've got a 
great Idea: let's |wst pack It In and go home. 

counting the good old 'go and get 
yourself killed' solution) may be of some 
comfort as you're cornered in a dead 
end by three million things going 
"AAARRRGH" - but I doubt it. 

All the action takes place in an 
extremely large and complex castle with 
more rooms than you can count on the 
thumbs of one finger. As well as the 
usual run of libraries, kitchens and the 
like, there's also a gym, useful for 
increasing your strength and a toilet, 
useful for... well it can be pretty 
frightening in these adventures. 

Movement around this 16th Century 
Dockland Development is by either 
walking, running or crawling depending 
on the size of the room and the liltyness 
of your liver. As well as lobbing stones 
at passing phantoms you'll also have to 
pick up keys, food and anything else that 
takes your fancy. 

In the unlikely event of anyone 
making it all the way to the end, they 
will be rewarded with a special graphic 
and musical sequence. Those who don't 
even get beyond the drawbridge will 
have to make do with the 24 page 
booklet written by Mel Croucher 
introducing the adventure. Castle Master 
will be available in Apnl so 
that gives you a little time 
to put a shine to your 
codpiece. Get to it. 
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CHAOS STRIKES BACK 

FTL 

FIGHTER BOMBER 

Activision 

DOUBLE DRAGON II 

Virgin Mastertrontc 

NINJA WARRIORS 

Virgin 

FUTURE WARS 

Palace 

GHOSTS 'N' GHOULS 

Capcom/US Gold 

GHOSTBUSTERS II 

Activision 

UNTOUCHABLES 

Ocean 

CHASE HQ 

Ocean 

HARD DRIVIN' 

Domark 




4 A A If 1 



Life In a lighthouse 
Isn't a bundle of 
laughs at the best of 
times. And when the 
lighthouse In 
question Is based on 
a space station and 
Is under attack from 
venomous green 
splurges, then It's 
high time to reach 
for the vallum. 

e Availobl. f. 0 ~ Audieg.nL 
In tttm Spring an ST and 

Ami** pritw rie.es. 




SCAVENGER 

Now you might think it's 
pretty tough when you get 
lost on the A1, but that's 
nothing compared to 
Scavenger's problems. 
Not only is he not sure if 
he's on the right road, he's 
not even sure if he's in the 
right time zone. And 
surprise, surprise - within 
each era Scavenger meets 
inhabitants and creatures 
who are more likely to 
obstruct than direct him. 
Who said scenarios 
weren't a load of bollards? 

e Available from Hewson on ST 
and Amiga, around me middle of 
next veaf. pncod £19 99 




INTRUDER 



Don't be fooled by your 
opponents' Marx Brothers sense 
of humour in this lunatic shoot 
'em up. Wacky or not they're 
still out to blow you apart. 
Shoot first and laugh later. 

e Available mid February from Ubi Soft 
on the ST, priced to be announced. 



► 



Relief for those of you still in mourning 
since Emlyn Hughes left -A Question Of 
Sport. This combination of board game 
and pub trivia machine has Emlyn's face 
showing his despair as you get yet 
another question wrong. Bet he doesn't 
know who wrote Beethoven's Fifth either. 

e Available mid February liom 
Audiogenic on ST and Amiga priced CI 995 
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GREAT GAMES NOW 
AVAILABLE ON 16 BIT 

CodeMasters has moved in to 16 Bit! 
Superb quality games especially designed for 16 Bit computers. 



I TREASURE ISLAND DIZZY 

"DIZZY arrives on 16 Bit. Incredible 
piayability, graphics and music - extra 
rooms/New puzzles and characters - 

Brilliant!!" 

ADVANCED RUGBY SIMULATOR 
'The first real simulation of the world- 
famous game - it's all there . . . 
conversions, touch backs, line outs, 
drop kicks, real tackling, scrum downs, 
throw-ins and all the rest! 



NITRO BOOST CHALLENGE 
Amazing piayability! A brilliant 
simulation. Featuring fantastic desert 
car chases - power speed boat racing 
- frantic forest rallying and NITRO 
BOOST Grand Canyon jumping! 

PRO SKI SIMULATOR 
"A very sophisticated simulation 
indeed - realistic ski jumps and 
competitive two-player action - all 
enhanced with breathtaking graphics 
and excellent sampled sound effects." 





THE AC TION STARTS HERE 



CodeMasters. PO Box 6. Southern 
Warw.cksh.re CV33 OSH 
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wL. DOUBLE DRAGON II 

f\ Virgin Mastertronic 

ONINJA WARRIORS 
Virgin Mastertronic 

O GHOSTS 'N' GHOULS 
Capcom/US Gold 

O FUTURE WARS 
Palace 

HARD DRIVIN' 

Domark 

IT CAME FROM THE 

DESERT/Cinemaware 

OPERATION 
THUNDERBOLT/Ocean 

SPACE ACE 

Em pi re /Ready soft 

BATMAN 

Ocean 



CHASE HQ 

Ocean 



Charts supplied by rho Virgin Cempular 
Gomel Shop. Virgin Megastore, Oiford 
Street. Tel. O 1 -631 1334 
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At last a chance for ST and 
Amiga owners to find out 
who really It the greatest. 
Dominion sots you trading 
and fighting your way across 
the Solar System. As woll as 
computer generated 
opponents there Is Hie 
possibility to network up to 
eight computers together. 
Amiga, PC and ST players 
can trade, fight and 
squabble away to their 
hearts content. 

e Available treat Oetniter at the end 
•f February "« ST, PC and Amiga 
prl..d I2e ©5. 




GHOSTBUSTERS II 

P\ Activision 

XENON II 

Imageworks 

CHESSMASTER 2100 

CDS 

LEISURESUIT LARRY II 

Sierra 

BATTLECHESS 

Interplay/Electronic Arts 

KING'S QUEST TRIPLE 

PACK/Sierra 

INDIANAPOLIS 500 

Electronic Arts 

POPULOUS 

Electronic Arts 



STAR TREK V 

Mindscape 

DOUBLE DRAGON II 

Virgin Mastertronic 



Nol content with stunning the world with 
Midwinter, Mike Singleton has already lined up 
his next project, setting his sights beyond the 
boundaries of earth. This is an early screen from 
Starlord. an intergelactic epic, out from the 
Maestro's Micro some time later this year, 
e On the Ramond label on ST and Amiga, oolh price and 
ibIdosc dale to be announced 
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NETHERWORLD 

Diamonds are, of course, a girl's 
best friend. They're also good 
company to anyone wishing to 
escape a world locked in eternal 
conflict. Not that obtaining these 
diamonds is exactly a job tor the 
lily-livered. There's a small matter 



of demonic dragons, acid 
bubbles and tormented souls to 
be dealt with first. Failure to 
block this lot off could mean that 
the only diamonds you see will 
be on your mausoleum. 
Sweet dreamsl 

e Available now from Howson on ST 

ond Amiga, priced CI 9,99. Out on PC ^fl'ip 

in March, price to bo announced. 
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Fancy taking an exhilarating drive? 
You could a) join a Scandinavian 
rally team and zoom through the forests of Finland 
screaming |'Hekki, hekki, hekki", or b) Tear 
through Hendon in a Ford Cortina with no silencer 
or c) load one of the many available driving games 
into your computer. Duncan MacDonald goes for the 
third option and takes eight packages for a spin. 
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FAST LANE 

Arfronic. Oh dear. It has to be said 
that this isn't a particularly brilliant '24 
hour road race' game. In fact a word 
to describe it rhymes with 'goose-less' 
(if you're Bernard Matthews that is). 
The opening section promises quite a lot (as is often the 
case with Artronic games), with all sorts of changeable 
option thingies on your motor and some rather nice static 
graphics. Unfortunately, once you've started the 'game 
proper' and actually race around one of the tracks a few 
times, things start to 'pall' somewhat. For instance, when 
the car you're chasing suddenly 'disappears' as he goes 
across the lap-mark line, you wonder "what's going on? 
Has he been beamed up by the USS Enterprise?" I don't 
Think so somehow, do you? Besides, the animation isn't 
very good anyway - the other cars sort of look as if 
they're 'cut' and 'pasted on' again each time the frames 
update (which isn't that often, in any case). 
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STUNT 
CAR RACER 

Microprose. I'm not going 
to bore you with the details 
because we've done this one 
to death. But I couldn't leave 
it out because it's so good... 
Now this just shows what can be done with filled vectors 
and a racing game. A brilliant idea, fantastically executed 
by the geezer who did The Sentinel: Geoff Crammond. I 
can't really fault Stunt Car Racer In fact, as far as I'm 
concerned, it's set the standard by which future driving 
'simulations' will be judged. 



OVERALL SCORE 92 





AVAILABU NOW AVAILABll NOwl AVAILABLE NOW 





In a pair of heavy-duty Marigolds ("for extra grip") 
really burn some rubber! 



OVERALL SCORE 60 



can 
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BUGGY BOY 

Elite. This isn't exactly a simulation 
and it isn't exactly new either, but 
we've included it because quite frankly 
a) it's brilliant fun and b) it's stood the 
test of time remarkably well. 
A conversion from the Sega Coin-op of the same name. 
Buggy Boy is a 'view your car from behind' 3D racer. The 
graphics, as in the original coin-op, are huge, but the 
scrolling and animation are still beautifully smooth. A 
great game. Why couldn't Turbo Outrun or Chase HQ 
have been this good? 




OVERALL SCORE 82 




AVAIL ABLf NOW AVAILABLE NOW UNAVAILABLE 
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RAC 

LOMBARD 
RALLY 

Mandarin. I actually thought that this game 
was rather spiffing when it first came out 
but, erm, somehow it doesn't seem quite so 
brill now though. 

What is good about it, however, is the scenario: 
Rally Driving - and. because most rally drivers lend to be 
Scandinavian, you get a chance to pretend that you're Finnish. 
And that means you get to shout things like "nonni. nonni, 
nonni" at your co-driver, which is incredibly satisfying. The 
viewpoint from inside the car is quite nice - you see the driver 
turn the steering wheel and change gear. However, the map on 
the lap of the co-driver isn't an accurate rendition of the route 
you're actually driving, so I'll remove five points. Another thing 
that lets it down is the quality of the exterior graphics and the 
collision detection. Mind you. I mustn't be too hard on RAC 
Lombard Rally, as its problem is that it's dated a bit - which 
sort of makes me wish that somebody would work on 
producing Lombard RAC Rally II lor something). 




OVERALL SCORE 






HARD DRIVIN' 

Domark. This one is aptly titled, although I 
personally would have gone a bit further and 
called it Nearly Impossible Driving, given the 
lack of control you have over the car. It's 
another coin-op conversion, but one that didn't 
quite come off - for many reasons. Here are a few... 
Firstly, there's the tracks. There are two of them: the Speed Track 
and the Stunt Track. The Speed Track is just that, lots of long 

straight sections of 
road (where you can 
go flat out), connected 
together by a few not 
too sharp corners. It's a 
doddle, once you've 
mastered the control 
method, unlike the 
Stunt Track, which is 
almost impossible to 
take at the sort of 
speeds needed to beat 
the computer- 
controlled Photon 
Phantom car. 
Secondly there are the 
bugs. In real life, if a 
car travels behind 
something (such as a 
gigantic concrete 
bridge support post) 
you expect it to 
disappear from view, 
don't you? Yes. Well, in 
Hard Drivin' this isn't 
always the case. It's 
like being Superman- 
you can see right 
through things. 

Thirdly there's the 
longevity- This is the 
biggest failing, and 
largely the fault of the 
coin-op - which 
wouldn't really keep 
you going back after 
about 20 goes or so (I 
should know; I spent 
20 bloomin' quid on 
it). But the fact that you 
can race 'yourself', taking on the Photon Phantom helps a bit. 
All in all though. Hard Drivin' is a fairly good conversion of 
the coin-op original. Quite a good effort overall though, so 
(sort of) well done Domark. 



OVERALL SCORE 



It's the Lltfie House On The 
Hie middle of the road... HI 
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Oh look, on unfinished bridge. Must 
be o Conservative Council. 
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Didn't know there was a Spaghetti 
House round here... Ravioli, anyone? 
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TEST DRIVE 

Accolade. "But you have to drive on the 
wrong side of the road" moaned most 
people about this driving simulation set 
in the States. How very British of them. 
Me, I couldn't give a hoot (besides, I tend 
to spend half my time driving on the 'wrong' side of 
the road even in this country). Anyway, who cares 
what side of the road you drive on, as long as you 
follow the cardinal rule of 'not hitting anything else', 
which is exactly what Test Drive is all about. 
You choose one lof four) high powered sports cars: an 
Allegro, a Beetle, a Lada or a Reliant Robin. (A Porsche, a 





i lame 
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Ferrari, a Chewy or a Lambourghini actually. EdJ Like 
Lombard RAC Rally, you see the gears being changed, but 
the in-car graphics are nicer. Unlike Lombard RAC Rally, 
there's only one road scenario - a side of a cliff hairpin 
jobbie (uppies on one side, downies on the other), but the 
feeling of speed and control you get is much better. There 
are police cars peppered about, which will pull in front of 
you and give you a speeding ticket - if you let them catch 
you up. that is - and there are several stages to get 
through (the roads getting more and more torturous as 
you progress). The rewards for doing well appear as little 
scrolling messages when you reach a checkpoint: "You 
were driving like a whirlwind back there, my friend" might 
sound a (rifle corny as a line of dialogue in a movie, but 
after outrunning two police cars and not crashing once, it 
somehow loses its naffness. The collision detection is a bit 
iffy, but with a game that's this much fun I don't care. 



OVERALL SCORE 87 
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THE DUEL 

(TEST DRIVE II) 

Accolade. Question: What do you get if 
you take Test Drive, change the scenery, 
change the cars and give the option of 
not only racing against the clock but also 
against another car? 
Answer: The Duel (Test Drive III. And jolly good it is too. 



OVERALL SCORE 87 







The Indianapolis 500. It's that 
American race we get once a year on 
telly on a Saturday afternoon. It's the 
one that both Paul Newman and Steve 
McQueen have driven in. The one that 
Formula One Grand Prix purists sniff 
at. Well now's your chance to join in... 
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Leek, no hands! This thought-powered steering'* the bii! 

THE CIRCUIT 

It's two miles long and basically round with some long 
straight bits and you have to drive round it anticlockwise. 
There are 33 cars taking place in the race and one of them is 
yours. You can choose a Cosworth, a Buick or a Chevrolet. 

Before the race you can fiddle with your chosen car to your 
heart's content. You can pick different tyre compounds, 
change the angles of your aerofoils, choose how much fuel to 
take and just about anything else you would be able to do in 
the real thing. We've all heard other games boast that 
'changing the settings will radically effect the handling 
characteristics of your car etc. etc.', but in Indianapolis 500 
they really do. You can feel it through the joystick or keyboard. 

Forget every single driving game you've 'played' before: 
Indianapolis 500 has the most realistic feel of them all. Yes, it's 
better even than the Monaco Grand Prix coin-op. There's 
understeer, over-steer, skids... the works. It's all, erm, 
'awesome' 



THE RACE 

The race is very 
straightforward. 
You go round and 
round {and round 
and, er, round). 
There's not a lot 
here for people 
who like remem- 



WHAT'S WHAT 




Indianapolis 500 


Electronic Arts 


| £19.99 


FORMAT 


PC 


| Out now 



22 



ZERO 



HASSLE 
FACTOR: -2 

Two disks. Once the 
second disk is in, it 
never needs to come 
out again. Hence the 
minus number. 



INDIANAPOLIS 500 



NAPOLIS 

bering where all the right and left hand turns are in a series of 
different Grand Prix racetracks. Actually, that's a lie - there is 
something for them, and it's called, er, Alan. (It's actually called 
nail-biting excitement. Ed.) Oh. Sorry. 

Before beginning a race you zap around the track to get a 
good qualifying time. This gives you a grid position placing for 
the rolling start. And then (cue Murray Walker), "They're off". 
There aren't any gears to faff around with in this game and it's 
just as well. It doesn't need any. You've got an automatic 
gearbox, and you take the whole race on full throttle (at about 
200 mph). All the other cars are equally fast, very 'intelligent' 
and are apt to do unpredictable things at unexpected times. 
Crashes happen without you being anywhere near them and a 
yellow flag comes out at the top of the screen to warn you that 
there's a wreck somewhere on the track. 

Trying to overtake, whether on the inside or the outside, 
can be absolute murder. (While sometimes it can be a doddle.) 
You've got small rear view mirrors but visibility to the sides is 

non-existent - so if 





Whoo! Oat those graphics! 
Lifelike or what! 



you pass a car and 
then pull in front of it 
before you're actually 
clear, a collision of 
wheels (your back one 
and his front one) will 
take place. 
Sometimes he goes 
spinning off, 
sometimes you go 
spinning off, but 
generally you both go 
spinning along the 
track for about 500 
yards, bouncing off 
the barriers before 
coming to rest. And if 
you come to rest in 
the middle of the track 
you'll get ploughed 



into by a load of other cars - just like the real thing. In a long 
race you have to make pit-stops and as the race continues 
without you (you can see your opponents zoom past in the 
distance), you want to be pretty sharpish about doing it. Make 
sure you know what buttons to press (for tyre changing, 
refueling, wheel alignment etc), and press them quickly. Then 
get out of the pits and back onto the track (pretty dangerous in 
itself: don't forget to mirror, signal and manoeuvre). It's a time 
consuming race but luckily there's a pause button so you can 
pop to the toilet every so often. 



THE ACTION REPLAY 

The race can be 'broken into' at any 
point and you can have an action 
replay of the previous 30 seconds 
racing. And what a wealth of 
camera angles you have to choose 
from. It's all just like on the telly 
(and I'm talking about Grandstand, 
not The Russ Abbott Show)... 

O IN CAR. Obvious really. Your 
'cockpit view'. (Except you can't see 
your instruments or front wheels.) 

S BEHIND. A ground based view 
>m the middle of the track and 
about one car length behind you. 

0 TRACK. You know the camera 
views you get on televised Grand 
Prix races (there are loads of 
cameras staggered around the 
course, and the view switches from 
one to the other as the cars go by)? 
Well that's what this is: seen from 
ground level. Your car is always in 
the middle of each camera 'pan'. 

O TV. This is the same as Track, but 
viewed from about SO feet in the air. 

Q SKY. Nothing to do with Rupert 
Murdoch (thankfully). This view is as 
if seen from a helicopter following 
your car (at a height of about 50 
feet). Watch yourself trying to 
stupidly squeeze into a gap that's 
actually far too small for your car. 
Watch your car go into an uncon- 
trollable spin and then go 'boom'. 

O CRASH. The same as TV, but 
instead of following your car, it 
homes in on any cars in the middle 
of a pile-up. I can't stress how 
brilliant this is. Well, I can actually - 
it's very brilliant. Debris flies off as 
the cars spin around, collide with 
one another and bounce off the 
crash barriers. Just like the real 
Indianapolis 500 on the telly. 
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THE ALTERNATIVE 'RACE' 

II going round in circles 200 times 
lin't your cup o4 lea, try playing 
Indianapolis SOO In this way... 
I ) Get a trap qualifying hmt to thai you (an 
itan in lost ploco. 

21 At toon oi 'he rocs itorts. do o three 
point men (yes. you con reverse.) and moke 
your tor point in the wrong direction. 
3) Hit the throttle ond accelerate to full 
speed (about 200 mph). 
4| Keep your eyet peeled lor the massive 
dream ol 'unstoppable' oncoming 'rain 
(also going 200 mph). 

5) Try to hit the lead cor square on the nose 
(total impoct speed: 400 mph). 

6) You now have no control over your cor, 
so til back ond count to 20 and watch the 
scenery spin around while the domino 



effect' of a multi-car pile up happens 
somewhere behind you. 

7) Switch to Action Replay and tap the "View 
Crash' button. 

S| Watch in owe as the leod cor ploughs head 
on into yours, spins uncontrollably ocross the 
track, bounces off a barrier and straight into 
another car (which then does the some to yet 
another one). 

9) Think to yourself thai it's quite like snooker. 

10) Do a 
quick wreck 
count ond 
then hove 
another go. 



Look I 
I got 
eight!!!!! 
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An incredibly last racing game 
wilh outstanding graphics and 
animation. Just like watching 
the real thing on telly (except 
Paul Newman isn't in ill. 
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Action and simulation 
. - i for strategy without 

repetition. Conqueror is 



the ultimate challenge of "leadership under fire 
to wargamers of all interests. Engage in 

authentic World War II tactical wargaming, 
experience the bloody attrition exacted by 
the might of the armoured divisions, create 
your own scenarios and set your own 
challenges in bringing the elite war 
machines of the German, Russian and 
American forces into head-to-head 
confrontation and combat. 
Fight your way through massed 
ranks of enemy tanks. Live on 
your wits and the strength 
of your will as you endeavour to 
outlast the awesome firepower of your 
unforgiving enemy. Plan the campaign 
of action that will outmanoeuvre your 
opposing platoon commanders and 
lead to their ultimate downfall. 
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CRITICS' CORNER 

Roll up, roll up, roll up. It's that critical part of the mag 
again - and here are your hosts (in no particular order)... 

Sean Kelly: Sean's been having a nightmare of a time with his 
mountain bike this month. Firstly, on the way to work one morning 
he fell off it and grazed his forehead. It was an embarrassingly 
complex graze actually, in as much as it resembled a rather rude 
word with four letters Ithe one beginning with 'F'l - and it looked a 
bit like a tattoo. Sean decided to wear a sweatband until it healed (as 
the only alternative was to join the National Front). As if the F-word 
graze wasn't bad enough, Sean gaily bounded out of the office that 
same evening to find his trusty Peugeot's chain had been half-inched by an 
unscrupulous fiend (and he had to go home on the tube). Will Sean's bicycle fortunes 
improve next month? You can only find out here. 

Tim Renting: Not many people know this, but our ludicrously tall 
editor is in fact... a drummer. That's right, he hits things with sticks. 
So what 'stick hitting' antics has Tim been up to this month? Well, 
he's tapped out a vicious paradiddle on virtually everything that's 
come within reach. There are a myriad of little dents in all the office 
desks, chairs, staplors, computers, the office radio, the office kettle, 
all the shelves and all the disk boxes scattered around. Any panel- 
. beaters reading should be worried - if this man decides to change 
his occupation, he could one day put you out of business. We'll be following Tim's 
'drumming career' in this space as the months unfold. 





^RR| Paul LaUin: There are some things you can't tell from a 
«LVe^k photograph, so we'll have to tell you this or you'll never know: Paul 
^^^^^k. Lakin is rather 'posh'. In fact he's incredibly posh. A real toff, actually 
^—^p - posher even than, erm, Edward Fox (or someone). And to top it all 

he lives in a giant castle with a moat and everything -the whole 
£_ i works There's even a working drawbridge but he normally leaves it 
l ^___tf \ in "P Position (as there's a secret underground passage to his 
■V &V back door anyway). Basically, Paul is the nearest thing ZERO has to 

an actual member of the Royal Family on its payroll. And, you never know, maybe 
Paul is actually a member of the Royal Family. We'll take a good look at his coat of 
arms and family tree next time. 

^ Vfl Davjd M<Candless: Young Macca, it has lo be said, is probably 
A one of the country's greatest up and coming criminals - a new John 

^ Mc Vicar in the making. More about his law-breaking activities next 
issue, but first a reminder that just because someone flouts society's 
rules, it doesn't necessarily mean thai he or she is an uncouth, non- 
' intelligent, smelly yobbo. Macca proves the point in question - so 
■ he's got a sawn-off shotgun? So what? What he's also got is a small 
•^■•^B^Roe! book in which ho presses flowers (which he then embellishes with 
gold leaf, after writing a little poem underneath). Here's one of the poems we found 
beneath a charmingly pressed daffodil: 

I wandered lonely as a cloud, But something was making a racket 

It must have been the shotgun cartridges, Jangling around in my jacket. 

Duncan MecDonald: We're not implying that Duncan's dippy or 
anything but it does sometimes appear as if he's inhabiting an ever 
so slightly different planet to the rest of us. Given a brilliant car- 
racing game to review, he'll choose to perform a 180' turn and head 
off in the opposite direction to the rest of the traffic: only to meet up 
with them again after half a lap causing the kind of carnage normally 
reserved for certain stretches of the M4 in heavy fog. Given a flight 
simulator, he'll destroy his own runway before heading North and 
deliberately fly straight into the side of a mountain. Actually, you know where we 
said that we weren't implying that Duncan was dippy? Well, we were lying. We are 
implying it. Some of Duncans bizarre 'out of tree' japes to follow next month. 





WHAT'S WHAT 



There's always somebody who 
doesn't understand the scoring 
system, isn't there? Oh no... it's 
not you is it? 



THE VERDIC 




There are (our 
criteria to every 
gome: Graphics, 
Sound, 

Addictiveness 
and Execution - 

S. and each of these is 
[■ Yt I roofed aul of 100. 
^_^_J The first three are 
pretty self- 
explanatory bul Execution may need a 'iny bit 
of illumination. Is there anything 'special' in 
the scrolling for instance? And are all the 
sections of the gome lied together nicely, with 
a lot of obvious forethought on the part of the 
programmers? Well then, Execution will 
get highish marks. Mind you, there's a big 
Overall Mark which'll tell you about the 
gome as a whole at o glance (bul il isn't 
always a mean average). 

A game which gets an overall score 
of 90 or above gets the coveted 
ZERO HERO award (which 
basically means 'buy it'). 
Separate from the Overoll Score 
(but not unconnected to it) is the 
HASSLE FACTOR Are there 400 
disk changes every pico second? Do you 
have to go through o boring title sequence 
before restarting? Things like that score here 
and fhey're marked out of 1 0. This figure 
doesn't alter the overall mark unless you wont 
il lo: it's up lo you lo do the subtracting if the 
problem outlined is one of your particular 
'bete noirs'. Each review also contains a 
WHAT'S WHAT dok which basically tells 
you, urn, the price, formal and release date}. 

Well, that's that for the main reviews 
anyway but lei's not forget the others. Firstly 
there's the section colled SHORTS which is 
just ihot: short. It's a page devoted lo a fast 
stream c ( 'one line reviews'. And there's the 
DEJA VU section. Here you'll gel reviews of 
new releases which aren't actually new at all 
(because fhey're already available on other 
machines). The PRICE IS RIGHT section is 
where you'll find the budget game reviews. 
They only gel an overall score because they're 
crap. [Because they're cheap actually. Ed.) 
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THE LOST 
PATROL 

Fancy taking a 60 mile hike through a Vietnamese jungle in 
war-torn 1966? No, neither did Duncan MacDonald or Paul 
Lak'm but they had no choice. They were drafted and their 
first tour of duty was with The Lost Patrol, the new 

Cinemaware game from Ocean. 




It's June 7th. 1966; a US helicopter 
returning troops from a period of rest 
and recreation in Saigon goes all 
wobbly and crashes in the remote Central 
Highlands of Vietnam. There are seven 
survivors, and the nearest US base. Du 
Hoc. is 57 miles away. 57 miles of 
unbelievably harsh terrain. 57 miles alive 
with booby traps and Vietcong troops. A 
fully equipped team of soldiers would 
find the prospect of a trek of this sort 
daunting (to say the very least) but the 
seven men who will be under your 
control have little food or ammunition. 
Oh, and morale is low, obviously. Your 
chances of survival are extremely slim. In 
fact it's worse than that: you're as good as 
dead. Here's where you stand... 




Well, Gomel seems to be full of 
beans for some reason. Oh dear. 
Weaver doesn't. In fact he seems fo 
be a mite pissed off. (Maybe It's got 
something to do the /act that he's 
just been blown up by a mine. Ed.) 



S WHAT 



TITLE 



THE SURVIVORS 

This is your troop. Watch them carefully - 
some of thorn have certain strengths. 
Some of them have certain weaknesses. 
You don't want to send tho cook into 
unarmed combat with 'a Geek' if there's 
someone available who's quite good at 
origami (I think you mean Aikido. Ed.) 
SGT. Charles Weaver 
US Residence: Springfield, Illinois. 
STATUS: Height 5'9". Weight 153 pounds. 
29 years old. Single. Two Years army 
service. Ten months in Vietnam on 
W.H.A.M. missions for intelligence. 
Decorated for valour during action in the 
An Loc Province during October 1964. 
PTE. William Blom 
US Residence: Pittsburg, Pennsylvania. 
STATUS: Height 6'1". Weight 168 pounds. 
24 years old. Married, one child. Six 
months active service in Vietnam. Aikido 
2nd Dan. 
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.fi- 
Ood, this walking lark Is tiring 
(yawn). Wonder if there's anywhere 
to snatch some kip? 

PTE. Robert Case 

US Residence: Columbus, Ohio. 
STATUS: Height 5'1 1". Weight 147 
pounds. 31 years old. Married, two 
children. Nine months active service in 
Vietnam. 

PTE. Harvey Moore 

US Residence: Fayetteville, North 
Carolina. 

STATUS: 22 years old. Height 5'8". 
Weight 162 pounds. Single. Six months 
active service in Vietnam. 
PTE. Richard Bachman 
US Residence: Bangor, Maine. 
STATUS: Height 5'10". Weight 161 
pounds. 28 years old. Single. Fourteen 
months army service. Six months active 
in Vietnam. Highly proficient marksman. 
PTE. David Cain 

US Residence: West Liberty, Kentucky. 
STATUS: Height 6'0". Weight 163 pounds. 
27 years old, Single. Seven months active 
service in Vietnam. 
PTE. Juan Gomes 
US Residence: Montgomery, Texas. 
STATUS: Height 5'6". Weight 132 pounds. 
24 years old. Married, two children. Nine 
months active service in Vietnam. 
PTE. Roy Castle 
UK Residence: Richmond, Surrey. 
STATUS: Height 5'9". Weight 138 pounds. 
48 years old, Married, four children. 
Brand new draftee with no previous 
active service. Can play The Flight Of The 
Bumble Bee on the Alpine Horn. (Are you 
quite sure about PTE. Roy Castle? Ed.) 
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O The scene of the crash 
0 High ground 
G Marshland 

THE TERRAIN 

This is where your route is planned and 
plotted. Familiarity with Vietcong war 
tactics and how to cope with the diverse 
terrain might help you. However, don't 
forget that the original 'Nam draftees 
weren't given any information. The only 
way they learnt was by experience - 
which meant tin so many cases) by 
getting themselves killed. You'll probably 
be doing the same - but at least you can 
have the luxury of a second bash. 

This map screen is also where you 
check up on the morale of your men, 
where you choose to distribute rations 
lor to not distribute them - they're low 
remember) and, well, basically you give 
your orders and stuff from here. 

The speed of your troop's progress 
can be changed by clicking on the centre 
of the compass icon ID). The direction in 
which you march (crawl, slope, hack or 
wade) is chosen by clicking on any one of 
the surrounding cardinal compass points. 
Your movements, as in real life, are 
slowed to varying degrees by the natural 
terrain features of the route you lake - 
hills, rivers, swamp or jungle for 
example. There's the Control Panel 
Message Slot (E) to keep your eye on, 
which gives you quite detailed terrain 
descriptions once you've summoned up 
the grid icon (F) and highlighted the area 
you're interested in. The map, by the 
way. is two screens wide. And it's 
scrollable, so you can study it at your 
leisure. 

The M icon takes you to the Team 
Morale screen, where not only will you 
get the individual morale and strength 
ratings but also details of injuries 
sustained. Clicking on the Lead icon 
chooses that member as the head of the 
team file as it moves across country. This 
means that he's going to be the first one 
to step on a mine or walk into a booby 




© Compass icon 
O Message slot 
O Grid 



icon 



trap, so either choose someone you don't 
like or somebody who's proved himself 
to be observant and unflappable. Clicking 
on the scout icon allows you to select a 
'pointman'. In fact you can appoint two. 
What these pointmen do is guard the 
flank of the file: checking for VC's 
creeping up the rear, {insert Julian Clary 
type joke here. Ed.) 

The menu bar at the top of the control 
panel (accessed by pressing the right 
mouse button) gives you access to a 
number of other options. 'Traps' allows 
you to leave booby traps in your wake. 
'Food' allows you to alter the amount of 
rations to hand out, 'Rest' is something 
you'll need to do occasionally if you have 
casualties among the troop (rations can 
be consumed during these rests, and 
morale will be lifted, especially if you 
know any Paul Daniels 'party tricks'). 
Digging In' is something else you'll need 
to do - mainly at night. You can 'dig in' 
for multiples of one hour and like 'rest', 
you'll find it can be beneficial to strength 
and morale. 

ONWARD MARCHING 
SOLDIERS 

The Lost Patrol is made up of the main 
Map Screen and a host of sub-games: 
moving to a certain area on the map will 
plunge you into a small piece of arcade 
action. For instance, you might find 
yourself in a minefield which surrounds a 
Vietcong bunker. You can choose to 
retreat - but you might get spotted. 
Decide, instoad, to push forwards and 
you're going to have to find a safe route 
through the mines. This is a viewed- 
from-above sequence against the clock. 
You control a crawling soldier (pick which 
of your team you feel best able to cope in 
this situation). The soldior can bo turned 
through 360 and be made to probe the 
ground with his knife, which may (or may 
not) reveal a mine. If it does, well, you're 
not going to want to go that way, are 
you? No. You're not. (Unless you're 
incredibly thick.) So. it's a case of turning, 
probing again and when you find a safe 
spot, shuffling forwards. You mustn't 
hang around though, because at any 
point you could get seen by the VC and 
be overrun: um, which means getting 
mutilated and killed. But if you start 
panicking and move too fast, you might 
make a mistake and get your legs blown 



© Vietcong village 

© Vietcong emplacement 

O Du Hoc 
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Well, I'm meant to be probing for mines. 
Maybe I could just grab a quick forty winks. 

off - and the blast will be like a doorbell 
to the Vietcong anyway, saying "look 
over there. Some Americans to visit (and, 
um. mutilate and kill)". 

Another of the arcade sequences takes 
a little bit of its inspiration from 
Operation Wolf, but instead of a 
continuously scrolling horizontal 
landscape, the action takes place on a 
single scroen's worth with a vertically 
scrolling wall between you and the 
enemy. You find yoursolf pinned down 
inside ruined buildings by a VC force of 
unknown strength and size. Hidden 
behind the wall, you're safe from their 
bullets and grenades. Unfortunately, 
because you're behind the wall, you can't 
see them either - you have to poke your 
head up to take a shot or throw a 




^^^^ 



Hmmm, this ditch Is quite comfy. Oh, 
hang on - we're being shot at. 



In the words of Paul Hardcasrle's 
song, the average age of a soldier 
in Vietnam was nineteen (n-n- 
nineteen). According to Ocean's 
The Lost Patrol, the average 
soldier in Vietnam was twenty six 
(t-t-t-twenty six), single, with five 
sevenths of a child (f -f -f -five 
sevenths, f-f- f-f-) (That's enough 
'Paul Hardcasth' imitations. Ed.) 
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grenade. And you know another word for 
'a head poking up over a wall' don't you? 
That's right: 'a target*. Still, you can't sit 
down behind the wall indefinitely, 
because you'll find yourself getting 
overrun by the VC's. 

HAND TO HAND COMBAT 

At any point during the 'game' one of 
your scouts may stumble upon a 
Vietcong soldier guarding arms or supply 
bunkers. As total silence is imperative 
lyou don't want to alert his 'chums' to 
your presence! 1 , you have to take him on 
hand to hand, which is another way of 
saying it's time for a bit of a side-on-view 
beat 'em up. You can punch and kick and, 
if you can get close enough, headbutt. 
However, time isn't on your side (as 
seems to be the case everywhere else in 
the game) and if you fail to report back to 




Don't you point your toilet ports at me, matey! 



the group at the designated time, you'll 
be regarded as Missing In Action, and left 
behind to fend for yoursolf. Mind you, 
you may be killed by the VC before your 
lime runs out anyway. 

SNIPERS 

Coming under fire from VC snipers isn't a 
barrel of laughs. You and your men are 
pinned down. All you can see are distant 
huts and trees and you hear the sporadic 
crack of rifle fire. Suddenly a message 
appears: "Private Case has been shot in 
the right arm". Oh dear, where are they 
shooting from? The trouble with snipers, 
you see, is that they're hidden. That's why 
they're called snipers. If they weren't 
hidden they'd be called 'sitting ducks'. 
So, it's time to use the telescopic sights 
on your rifle. Okay, scan the landscape 
dead slowly. Crack. Another shot. Phew, 
no-one's been hit. Scan more of the 
landscape. Crack. Hey, there was a tiny 
flash from that bush over there. It's sniper 





YOU BERT THE URN SflURGELY 
WHILE THE UILLRGERS AROUND 
YOU LOOK ON IN HORROR. 



Where you soli postcards? Me want buy postcard! 

fire. Bang. bang, bang {go easy on the 
ammunition). There. Got him. Oh no. 
Private Case has been hit in the left leg. 
Retreating from snipers can bo just as 
dangerous as facing them and trying to 
pick them off. It's just another of the 
many dilemmas you'll be facing. 

There's another snipor sequence in the 
game, in which you have to use hand 
grenades instead of your rifle. You pull 
the pin from the grenade, aim it with the 
cross hairs and set the power meter for 
what you think is the correct distance. 
This means you have five seconds to get 
the grenade aimed and launched - 
because you can't put the handle and pin 
back in again. If you lake too long the 
grenade will go off in your hand, and it'll 
be frankfurters for tea. 





It's the famous 'exploding hedge'. 



INTERROGATION 

On entering villages, you have to 
interrogate the inhabitants. This is done 
in the style of advonture games, with text 
descriptions and menu-driven multiple 
choice responses. You're placed in the 
unenviable position of not being able to 
trust anyone - the gentle looking old man 
in front of you could be just that: a gentle 
looking old man. However, he could also 
be a Vielcong sympathiser, holding 
information that will mean the difference 
between life and death for you and your 
men. This is where the real flavour of the 
Vietnam war starts to seep into the 
gameplay - have you been dehumanised 
by the carnage and destruction you've 
witnossod in the jungles and swamps? 
How will you conduct the interrogation? 
Will you ploy it softly, giving the old man 
the benefit of the doubt, and having a 
freindly game of noughts and crosses 
with him? Or will you get slightly rougher 
in your techniques, resorting to threats of 
physical violence and handing out the 
odd slap? Maybe you'll get seriously 
gung-ho and batter him about the head 
with a rifle butt until his skull goes all 
wibbly. You have the option to do all 
these things. Basically it's a question of 
how much you value the lives of 
potentially innocent people. This is set 
against your duty to get the men in your 
command back to safety. Role playing 
has never had such serious undertones. 
(Personally we'd set fire to his legs.) 



unc: Hang on a mo, I want to tell 
you a story but first I've just got 
to put on my Vietnam soldier's 
voice. Ahem. Grunt, grunt. (Clears throat 
and tries to sound like a cross betweon 
Matt Dillon and Martin Sheen. } 

"There we was, in a village, mo and 
five of my men (Gomez had been blown 
apart in a VC trap the previous day). 
Morale was low, and there wasn't a 
helluvalot of food or ammo left. Two of 




Okay, It's your turn to hide this time. 

the party had serious wounds and we still 
had 35 miles to go before hitting Du Hoc." 
Ahem. Grunt. (Gets normal voice back.} 
Um, sorry. Actually I'm not very good at 
being 'American', so I'll have another 
bash - this time as an English 'soldier'... 

"Blimey. This is a rum old turn up for 
the books, I can blinking well tell you. The 
bally helicopter crashed and all seven of 
us were stuck in the middle of the 
Vietnamese jungle, without so much as a 
cricket bat to help us pass the time. We 

jolly well soldiered 



HASSLE 
FACTOR: 1 

A bit of disk 
swapping, but 
thankfully the 
game's worth 
the trouble. 



on though, on 
foot, and even- 
tually made it to a 
charmingly 
picturesque 
village. (Um, 
except for Gomez 
that is, who got 
into a bit of a 
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scrape with some son of landmine.) As I 
said, (hough, the village was wizard: 
wooden huts with hay on the roofs. The 
sergeant got hold of an old wrinkled 
farmer chappie and suggested we get 
some information from him. 'Oh good'. I 
said, 'can you ask where I can buy some 
ethnic mantlepiece ornaments?' The 
sergeant told me that he was after 
information of a different kind, so I let him 
get on with it and went for a little walk. A 
few minutes later I stubbed my toe on 
something. It was a trapdoor, so I lifted it 
up - and found a hole in the ground full of 




1 
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Corks. Thai top one looks ovon 
deadlier than the old 'ship In a 
bottle' routine. 

people wearing funny hats and 
brandishing guns. 'Oh, how quaint, 
they're playing tunnels' l said, and asked 
them if I could join in - but they all 
jumped out and starled firing. 'Hey, you 
can't shoot me, chaps', I said, 'I'm 
English', but they paid me no heed." 

What The Lost Patrol is all about is 
atmosphere. And it scores. You feel 
tension with every step your parly takes. 
You get a feeling of 'it's not fair'. You get a 
feeling of 'why do we have to be here?', 
but you are there, so you have to carry on. 
That's the intention. The war isn't 
glorified, but you're not allowed to play 
the pacifist humanitarian. Well, you are, 
but you'd be dead in about two pico- 
seconds. I could say 'first you do this, 
then you do that and then you do this and 
that and the other' but that would spoil 
the game. Anyway - the real soldiers in 
Vietnam weren't told what to expect, so 
why should you? What I will say, however, 
is that there's a certain 'random element' 
in the game. Luck. Just like real life. 



THE VERDICT 



G 
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GRAPHICS 



4DDIOIVENESS 



EXECUTION 



20 « 40 



60 . 80 • 100 



A icnse, exciting and 
thoroughly enjoyable game. 
Actually, let's replace 
'thoroughly enjoyable' with 
'■llerly engrossing'. 





in the static and arcade sections. Check 
out the black and white digitised film 
sequences: brilliant. And the interrogation 
screens are something else. (I really hate 
to say that I enjoy 



Paul: In space no one can hear 
you scream. (You're not in space, 
you're in the middle of war torn 
Vietnam. Ed.l Well, this is certainly a 
rather different approach to war on 
computer. No shoot, shoot, shoot, kill, 
kill, kill, ha, ha. ha. It's far more 
thoughtful than that. In fact it's an 'anti- 
war' game, in a son of Cinemaware 
fashion. That doesn't mean to say it's not 
violent. It is. Very. But the violence comes 
inside a different pill than most war 
garn^s: it's slightly harder to swallow. 
From the very outset, the tension is there. 
You stare at the map screen, scrolling it 
around to check the terrain, and a bass 
heavy 'Nam war film type riff comes from 
the speakers. "Where would I be hiding" 
you ask yourself, "if I was a Viotcong foot 
soldier?". "Where wouldn't I expect to 
find a group of weary Americans?". On 
deciding on an area you think the VC's 
wouldn't expect you to be, it's a good 
idea to head for it. The trouble is that 
whenever you think the Vietcong won't 
suss something out, you're generally 
wrong - well, quite often. The tonsion 
can be a real killer. Still, what am I telling 
you this for? The Lost Patrol is a mission 
of discovery. You really have to learn as 
you go along, but just as in the real war, 
the cost of any mistakes can be very 
high. You can find two members of your 
party killed just because you stupidly 
didn't realise that... oh doar. There I go 
again, nearly letting the cat out of the 
bag. Actually, I wish I could have my first 
go all over again. Getting all seven of the 
company safely to Du Hoc on the very 
first play would be quite an achievement. 
As it happens, if this was real life I'd 
already be dead and wouldn't have 
another chance. 

The graphics are superbly done, both 



HASSLE FACTOR: 1 

Minor disk swapping 
blues. But it doesn't look 
like there was any way 
around it. Anyway, it's 
not that bad. 



them, but you 
know what I me- 
an.) No, no, I'm not 
going all gung-ho, 
what I mean is that 
they add to the 
game in a way 
that... Look. I don't 

actually 'enjoy' them, it's just that you find 
yourself in a real dilemma as to whether 
or not you... Oh, I give up. I'll just say that 
The Lost Patrol, as a whole, is even 
greater than the sum of its parts. fYes, 
And you liked the interrogation scenes in 
particular, didn't you? Ed.) 




Just remeber kids war is not a game. 



THE VERDICT 




An atmospheric blend of 
tactics, arcade action and 
tunning rolled into one. 



★ * GLOSSARY ★ ★ 



AK-47 - Assault rifle used by Viet Cong 
Arrrggh - Soldier's signal meaning both 
his legs hove been blown off 
AWOL - Absent Without Official Leove 
Charlie - Viel Cong (or o perfume from 

lentheric.) 
C- Rations - US Field rations 
Didi Mau - Vietnamese for 'Go Away' 
DIddy Man - One of Ken Dodd's 

little pals 
Grunt - An infantryman 
Greens - Army basic issue working/ 

killing clothes 
Hooch - Tenl, or peasant hut 
KIA - Killed In Action 
Klick - Kilometre 



M1G - Standard issue US assaull rifle 
Mama San - Any older Vietnamese 
woman 

Modovac - Medicol evocuolion, usually 

by helicopter 
NCO - Non Commissioned Officer: 

i.e. Sergeant 
NVA - North Vietnamese Army 
Ouuucch - Soldier's signal meaning his 

hand has been blown off 
R and R - Rest and Recreation leave 
RPG - Rocket Propelled Grenade 
Tail-End Charlie - Last man in patrol 
Viet Cong (VC) - Vietnamese 

Communist/Guerillo 
WIA - Wounded In Action 
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Yikes that curry's done something 
very odd to me plumbing! 






Ever since fixing 
his leaky old ball 
cock, Paul Lakin has 
fancied himself as 
a bit of a plumber; 

so we gave him 
a big plunger and 
sent him off to look 
at Pipemania... 




WHAT'S WHAT 


TITLE 


Pipemania 


PUBLISHER 


Empire 




El 9.99 




ST/Amiga/PC 


RELEASED 


End of February 




If you rang any of 
the New York 
striped shirt brigade 
■H|IL y during the last few 
^mj?— months, chances are 

^■^L -J J you wouldn't have 
had their full 
attention. While half 
their mind was on 
the conversation, the other half 
would probably have been on 
pipes; not the type stuffed with Old 
Shag and smelling like last weeks 
socks but the sort which carry 
water, courtesy of Empire's 
Pipemania. Under a different title 
and the auspices of tucasfilms (who 
picked up on the game when 
Empire took it to last years CES 
show) this curious game has been 
selling by the lorry load in the 
United Mistakes of America. 

In that strange and greedy land 
Pipemania is seen as the lotest in a 
long line of stress breakers for 
executives and others weighed 
down by the size of their incomes. 
Mind numbtngly simple and mind 
bendingly addictive, Pipemania 
requires the player to connect a 
series of pipes together before 
someone turns the tap on and 
causes a nasty stain on the carpet. 

Pipes come in a range of shapes 
and sizes, the order they arrive on 
screen selected at random by the 
computer. The only sure thing is 
that whatever the next pipe is, it 
won't be the one you hoped for. 

Soon to be available on virtually 
every computer in the universe - 
even the rare Venurian Waggle 
Wiongblaster 560 - Pipemania 
looks set to be the Tetris of the 90s. 



Ooeer I don't think the guide deals 
with this bit until week 4. 
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Now darling don't worry. Think ol 
the money we're saving. 




PIPEMANIA 



review 






Paul: To be honest I 
wasn't exactly wild about 
doing this review. "It's a 
game about joining water 
pipes together," they said. 
"Great." I replied moving 
rapidly away. However, 
after Uncle Tim gently 
mentioned something 
■ called redundancy I agreed 

EHlTH l °9' veita 90 
' 1 Simplicity is the secret of 

this game. It's an absolute doddle to 
play. As pipes are displayed on the left 
hand side of the screen you have to take 
them and connect them to your 
developing water works. At the end of a 
time limit, water 
starts to flow and 
your plumbing 



PI: DDD1I 



ED 



D:DD 




work becomes 
somewhat more 
frantic. So if you 
haven'tconnected 
together a certain 
number of pipes 
by the time the 
water has reached 
the end of the 
system, then it's 
game over Brian 
and back to the 
Sewage Works. 

From simple 
beginnings great 
complexities 
grow. (And great 
complexions too 
but that's another 
story.) The display 



FASCINATING PIPE FACTS 

1. Due to a misplaced decimal point, 
the French Water Co mpany 
overestimated the amount of pipes 
they would need to renovate the 
Parisian Sewerage System by 5,000 
pipes. The surplus pipes lay around 
for so long they became a landmark 
and were nicknamed the Pompidou 
Centre. (Pompidou is French for 
surplus. Ed.) 

2. Pipe smoking was originally 
developed by the Red Indians as a 
farm of portable smoke signal 
system. 

3. Plans to build a Trans Alaskan 
Pipeline had to be scrapped when it 
proved impossible to develop a 
metal that wouldn't be corroded by 
coca cola. 



^ Look do a rest I gave you the 
double cross section copper pipe 
live minutes ago. You can't 
have lost it already. 



on the side of the screen shows you 
what the next four pipes are going to be 
but does not allow you to change the 
order they come in. Like Chess, 
Draughts and all those other games that 
I'm really crap at. you're continually 
having to think a few moves ahead.You 
might see the piece you want but it's not 
coming up for another three turns. So 
what are you going to do with the other 
three pieces eh? Answer me that. 

On the higher levels of the game, you 
not only have to connect up more pipes 
in less time but also have to deal with 
areas on the screen across which you 
can't build. (For some reason these are 
indicated by fish or fire hydrants; funny 
lot these programmer chappies, perhaps 
it's something in the water.J On the plus 
side it's possible to direct the water into 
reservoirs which delay the flow of water. 
To be honest all this does is give you 
just that little bit extra time to rip your 
hair out and scream "a left hand bend, 
what the hell do I want with a left hand 
bend?" People able to answer this have 
obviously got their lives under control. 
Particularly tricky for those without 
20/20 vision are the 
one way pipes. As the 
name suggests, these 
little beggars will only 
take water in the 
direction indicated by 
the arrow. You don't 
notice the arrow until 
one pico second 
before the water 
reaches the pipe. By 
then it's too late so 
you say "Oh dear, 
that's rather a pity" or 
words to that effect. 

Those who find 
the game too easy 
could always check out 
the two player option 
where, as well as 
trying to build your 
own pipeline, you try 
and block your 




▲ All dene. Phew that's a relief. 
Now onto more Important 
matters, where the devil Is that 
packet of Exlax? 



HASSLE FACTOR 0: 
The only hassle is 
trying to beat the clock. 



opponent's. The privatised water 
industry will presumably work along very 
much the 
same lines. 

Although 
the game is 
basically very 
simple, it has some nice touches. The 
soundtrack adds nicely to the sense of 
panic, being vaguely reminiscent of the 
music in silent films. A useful feature is 
the code words, revealed at various 
stages of the game. Having discovered 
these, you can return to the game where 
you left off instead of ploughing through 
the first few levels again. 

It goes against the grain to review a 
game without some criticism so let's 
have a look at the graphics. In the early 
levels they are about as interesting as 
could be hoped for. However in the later 
stages the choice of colours is a bit 
wayward. At times the mix of yellows, 
greens and other yucky shades of 
mellow make it rather difficult to see 
what's happening on the screen, 
especially those one way arrows. 

However this apart. Pipemania is an 
excellent game that manages to be both 
puzzling and exciting. Very easy to play 
but very hard to let go. Buy this game 
and you may never sleep again. 
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YANKEE 




Question: what is it 
everybody wants at the 
moment which rhymes 
with bank? That's right: 
a tank. Tank games are 
all the rage which is 
why we bunged John 
Minson in a BR half- 
track to march on 
Oxford Digital 
Enterprises early one 
morning... 




The lush German land itrown with your 
dear HttU tank*. 




• Cruising across the delightful German countryside, 
you meet up with some buddies from your unit. 
Each window has a command bar at the top to switch 
between its various options. 

• Status for each of the vehicles In a unit is shown 
as a simple bar graph. This is 'a good thing' as 
most soldiers are unbelievably stupid. 

• This small scale map still allows you to change the 
direction of a unit or alter its speed using the slide 
control. You can also zoom in to check on individual 
vehicles. 

• The icons at the bottom of the 3D view let you 
shift your viewpoint or arm yourself before you 
capture the comrades in your crosshair sight and blow 
them to kingdom come. 

• General commands such as surrendering or 
pausing the game are found to the right of the 
screen. Here there's also a timecheck and a scorocard 
for who's winning the war (in case you hadn't 
noticed), plus your current rank. 
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TEAM YANKEE 



under wraps 




hat's that bloomin' bird doing trilling 
away so early? Great Gatsby, it's the 
alarm. Oh-six-hundred hours. Time to get 
up and it's still dark. When they promised me a day 
out in the city of 'gleaming spires', nobody mentioned 
I had to be there by nine... 

But never mind. Oxford conjures visions of cream teas 
in the quad, a mortar board on the head and a punt up the backs. (Oo-err! - 
Anatomical Ed.) Sorry, that's Cambridge. Oxford is the one what once turned 
me down. Some feeble excuse about them not doing a degree in woodwork. 

So much for Oxford. I'm being whisked away to a leafy suburb to be 
introduced to ODE, the team behind the Team Yankee tank strategy game. 
Only when we arrive however, after much hammering on the top secret door 
(cleverly marked Top Secret to discourage prying spies), nobody answers. 

Marissa from Empire is on the verge of starting an international incident of 
her own when Dr David Pringle (aka The Doc) drives up. "You should have 
tried round the back," he smiles. And sure enough, there we find Richard 
'Champie' Horrocks and Steven 'Steven' Green doing whatever programmers 
do at such an earthly hour. (Sleeping? Ed.) And at last it's time to drive my 
very own tank (obscure Stranglers song reference). 



THE PLOT 



t's the day after tomorrow - or 

maybe two days after tomorrow. 

Anyhow, it's pretty soon after 
tomorrow (Gef ro the point. Ed.) and 
those rotten Russians have just started 
World War III in Europe, which means 
Captain Sean Bannon and his crap... 
sorry - crack team of tanks have to save 
the free world from the red menace. 

Team Ya nkoe started life as a novel by 
Major Harold Coyle, who took time off 
from waiting for tho balloon to go up to 
write a novel that would do for tank 
crews what Tom Clancy had done for 
submariners. Using General Sir John 
Hackett's scenario, outlined in his books 
The Third World War and The Third 
World War: The Untold Story, Coyle 
decided to concen- 
tratehisfictionon just 
one company of sev- 
enty-nine men with 
twenty-five million 
dollars worth of 
equipment. {" Quick - 
down the local used 
tank dealer to see how 
much we can get for it 
second hand!".) 

Over fourteen 
days, Sean Bannon 
lhunkyname,huh?)andhistearnof loveable 
troops suffer the scars, the heartbreak, 
the joys and victories of war (continue in 
trailer-for-fTV-mini-series style ad 
infinitum) as they trundle around Western 
Europe avoiding all sorts of scrapes and 
destroying absolutely oodles of Ruskie 
tanks - though finding that East German 
Trabants ore more than a match for heavy 
artillery! 

It's fun, fun, fun until some high 
ranking Ivan launches a nuke at some un- 
named British city. (Nominations to 
Harold Coyle c/o the US Army's crack 
Literary Division"- motto: War is hell but 
best-sellers are more profitable.) Then we 
lob a few back at the Soviets before 
everybody takes a break for toa. 




Worm lorra... erm... tanks! 



FROM PAGE TO SCREEN 



allowing its submarine success 
with The Hunt For Red October, 
ODE was on the look out for 
another campaign when one of its 
intelligence officers - who must remain 
nameless according to David Pringle - 
told them of a book which looked right 
up their street and for which the 
software rights were still available. 

David immediately contacted the 
publisher, Presidio, a small firm 
specialising in military fiction, and 
obtained a copy. "It was perfect for 
computer conversion." he recalls. "It 
contains lots of maps and being a best 
seller in the States is also useful. Also it 
was a tank book. There aren't too many 
of those and tank simulations are in." 

So David sent 
Presidio details of 
ODE's previous 
programs, playing 
up the Red October 
link and a gamo 
proposal for Team 
Yankee. "Unlike 
some of my game 
proposals it was 
fairly close to the 
end result." he 
laughs. 

This outline contained a brief resume 
of the parts of the book which were 
relevant to a computer game; obviously 
the human interaction had to go but the 
battles and scenarios were ideally suited 
to conversion. "Too many groups look 
for a good licence then worry about the 
conversion later," according to David. "I 
just pointed out that this was extremely 
good source material." 

Presidio agreed and David Pringle got 
orders to roll. So work started on how to 
turn that source material into a game 
which would avoid the complexity of 
a full-scale tank simulation, concen- 
trating instead on strategy and 
arcade elements. Meanwhile events 
were moving full speed ahead in tho 



ODE 'ERE 
(WHAT CAN THE 
MATTER BE?) 

Dr David Pringle and myself 
have something in common. 
Apart from both being ex- 
tremely handsome, wealthy 
and talented (Don't restrain 
yourself. Ed.), we both 
started our computer careers 
with Popular Computing Weekly when it 
was published from a velly smelly room 
above a Chinese supermarket. 

David wrote a fascinating column 
about programmable calculators which 
was inexplicably dropped after only six 
issues. Thereafter, we went on to far 
better things. Me to slaving for ZERO: 
David to owning his own software 
company. Where did he go wrong? 

What a company he owns too. After 
a few - erhem - lesser known programs 
such as Creative Sparks' Macbeth 
(You've seen the play, now play the 
game - W. Shakespeare.) Oxford Digital 
Enterprises first shot to fame with its 



► 



The ODE team: Dr David Pringle, Steven 
Green and Richard 'Champie' Horrocks. 

totally un -trivia I adaptation of Trivial 
Pursuit for Domark, including machine 
specific and foreign language variants. 

Next came Electric Dreams' Titanic 
(which sunk without trace - chortle, 
snarf ) and Activision's Sailing, a 
simulation which suffered from a lack of 
scenery, excitement etc. though did at 
least initiate ODE's interest in first 
person perspective. After more Trivia 
and a quick Blockbuster complete with 
digitised Bob, ODE joined The Hunt For 
Red October with Grands lam. 

With six full time members ("I'm just 
a part timer," says David. "I only do 21 
hours a day; all the others do 24."), 
ODE was ready to expand and get 
involved in the actual publishing of the 
games. Which is what brought them to 
Empire. Following Setter Dead Than 
Alien ("Better not call it a Space 
Invaders clone.") and Sleeping Gods Lie 
("An epoch-making game which was 
confused with role-playing by many 
journalists.") plus work on a game for 
the Konix console ("No comment.") ODE 
was told about a book called Team 
Yankee (dot, dot, dot... now read on.) 




you get a far prettier picture 
fie final program; it's just wai 
included. Not only do the rilled 3D graphics look great, there are even 
shadow effects as they turn around! Crikey! 

• Additional aids to dealing death on the big screen are laser range 
finding, which will help tell you whether you're forgetting a metallic 
object; infra-red imaging that you can use at night or in smoke, though 
all the tanks become blobs so they're difficult to distinguish; a binoculars 
facility to zoom in on the enemy; and engine smoke to provide a screen 
and generally pollute the atmosphere. 

• Your weaponry includes two types of shell - armour piercing and a 
normal explosive type; TOW guided missiles; a machine gun and 
smoke grenades. Beneath each is the number of shots remaining. This 
isn't an arcade game so you can't just fire at random. 




► world outside. Suddenly tank 
games were really in vogue and 
Harold Coyle had become a best- 
selling author. ODE had a very, very 
hot property on its hands. 

"At Chicago CES {Consumer Electronic 
Show - Initials Ed.) last year, American 
groups were running around trying to buy 
the rights from us for reasonable sums of 
money/' recalls David, Wisely he held on 
though and now has a complete game 
which is causing considerable interest 
among American publishers - including 
some who already have tank simulators. 11 
seems the public just can't get enough of 
the Abrams M 1. 



THE GAME DESIGN 



he American market is very 
important to us." David continues. 
"But the game is being designed not 
in the traditional way that an American 
group would design a game like this, with 
a keyboard overlay and a fifty page 
manual. It's done with a mouse-icon 
interface so it's not got loads of key 
presses which we find frustrating. 

"It's important that you see a viow that 
looks realistic. But we've gone for icons 
that represent what things are supposed 
to do rather than looking like the inside of 
a tank. It's the sort of game you should bo 
able to pick up and play, then read the 
manual when you get stuck." 

Decisions such as these were made at 
the first discussion meetings back in 
March 1989, attended by David, Steven, 
Champie and the mysterious secret agent 
who has helped research some of the 
tanks' technical details. Getting the 
fundamentals right took four months and 
fine tuning continues right up to the final 
stages. As work progressed, graphics 
designer Kevin Ayre was brought into the 
team to capture the unique charms of the 
German countryside. Don't neglect to do a 
spot of sightseeing before you alter the 
horizon with your heavy artillery I 

"In designing a tank game it's a 
question of knowing which are the 
important parameters and which are not. 
Do you assign each Russian tank a factor 
for morale and the like? If you do and 
have 50 of them, it ends up very slow. Or 
you can have it fast but with a thick 
opponent," David explains. 

A compromise had to be reached. 
"You have to think of how the opposition 
will behave. If it's in a unit with five others 
and you've just destroyed three of them, 
will it retreat or come at you kamika7e 
style, which is a bit of a Russian tactic?" 



THE GAME PLAY 



ticking close to its inspiration. 
Team Yankee puts you in charge 
of just four units, each containing 
four vehicles, though as you're part of a 
mechanized infantry battalion they're not 
all tanks but include armoured personnel 




• You're able to zoom in on the big map so that instead of just seeing 
units you'll be able to identify individual tanks. 

• As well as the slide control, you'll be able to order an instant dead 
stop. Below this / the spade icon isn't to 'make your own little boy's 
room' but to dig in to a defensive position; not at all the place to gel 
'caught with your trousers down'. 

• The tank equivalent of Come Dancing, this elegant set of commands 
allows you to send each unit of four vehicles off in a pre- determined 
formation, thereby making pretty tracks all over the fields. 

ZERO 



TEAM YANKEE 



under wraps 



carriers and TOW vehi- 
cles. (Tube-launched, 
Optically-tracked. Wire- 
guided anti tank missile - 
Military Initials Ed.) Each 
type of vehicle has its e wn 
characteristics, so you'll 
have to deploy them to 
their best advantage. For 
example, the TOWs are 
less manoeuvrable than 
the M-ls but their miss- 
iles are invaluable. 

To keep an eye on all 
this action, the display 
presents you with four 
mini-screens, each con- 
taining a view from an 
average position among 
each unit's vehicles. That 
lets you send units off in totally different 
directions and still keep track of what's 
happening. If you want to concentrate on 
one particular part of the action though, 
you can fill the screen with a single unit's 
display. You can also flip between the 3D 
tank commander eye-levet to a map 
screen or a status display. In all three 
instances, the full-screen display gives 
you a greater selection of commands or 
more information. 

All this will be preceded by a briefing 
session which is another way of helping 
the novice player get straight into the 
game. Apart from allowing you to 
choose levels of difficulty and from 
different scenarios, such as holding a 
position or providing escort duty, it will 
tell you whether you can request artillery 
support to soften up the enemy. There 
should even be a practice mode to let 






Toko your partners, one, two, three. 

you try things out before battle 
commences. 

The command system makes driving 
a tank even easier than nuking a city. You 
just click on the correct icons and away 
you go, trundling across hill and dale 
until you catch sight of some Russian T 
55s, T-62s or even a London Transport 
W7 Iwell, they're red too). Then you click 
on your choice of weapon, sight up the 
enemy with your cross-hairs (and 
mathematical muddles such as parabolic 
projection is ignored so you can shoot 
straight at the opposition) and fire away. 

It all sounds so simple. But remember 
one thing - the fate of the free world lies 
in your hands' 



One click and you can watch all your babies at one*. 



THE TECHNICAL BIT 



earn Yankee is the first game 
Steven and Champie have written 
entirely in machine code. "We 
previously used C," says Steven, "which 
made PC conversions easier." 

Keeping all four units operating 
independently created no particular 
problems. "The program treats each one 
at a time," says Champie. "It's not too 
bad as it's not intended to be a really 
fast-paced type of game." Certainly 
there's no feeling of things dragging in 
the demo version I was shown. 

The 3D views were a bit more difficult 
to achieve than usual because they had 
to oporate at both quarter and full-screen 
size. This made the use of hard-wire 
constants to calculate the co-ordinates 
impossible. To put it another way, a 
game like Starglider can store the size of 
every object and just shift that. But in 
Team Yankee each object has two basic 
sizes, depending on which view is used. 

The fine tuning of the Ruskies: 
strength is still being worked on but 
Champie reckons they'll be 30 enemy 
tanks in the toughest situations and five 
different scenarios based on events in 
the novel. Game saving is another area 
to be finalised by ODE who want to 
avoid having to type in file names and 
other such complexities. The game 
will use manual protection, to enable 
you to copy the gamo and save your 
status to disk. 

Right. Those are your orders. 
Don't bother lo say t'anks. Just 
prepare to join the Team, Yankee. 



WHAT'S WHAT 


TITLE 


Team Yankee 


PUBLISHER 


Empire 


PRICE 


Probably £24.99 




ST/Amiga/PC 
Late March 



THE 
ROGRAMMERS 



Steven Green's dedication to 
the ST and Richard 
'Champie' Horrocks' 
affection for the Amiga isn't 
the only difference between 
the programmers of Team 
Yankee. Steven is quiet, 
with a machine running his ST bulletin 
board on his desk {My Little Phoney, 
0865 773277, up to 24000 baud and 
other computer owners can play if they 
dare; plug, plug). Champie is more 
outgoing and shares his workspace 
with an electric guitar. Together though 
they produce code which once written 
will be united into a single game. 

Steven and Champie joined ODE four 
years ago, just in time to work on 
Trivial Pursuit. Prior to that, Steven had 
worked freelance producing games for 
the Spectrum (ho-hum) the Oric (ho, ho) 
and the Jupiter Ace. (Some hopel The 
Ace was the world's oddest computer - 
official - offering Forth instead of 
Basic.) He also produced music for Elite 
and Alligata to use 
in various games. 

Champie claims, 
"I hadn't done 
anything before 
joining ODE." A 
former Oxford 
maths graduate 
(Two plus two? 
"Hang on, I've got 
my calculator 
somewhere.") his 
first published 
effort was a Your Sinclair cover mounted 
game called Go Bear Go. With an 
illustrous start like that, no wonder he 
became famous. His search for post- 
varsity employment brought him to 
ODE and Reach For The Moon, an ill- 
fated collaboration with Magnetic 
Scrolls which failed to blast off. 

Fortunately recent efforts have met 
with more success and now Champie 
and Steven work closely as a ream. But 
doesn't it cause problems, each 
developing on different machines? "We 
still develop together, not 
independently," says Steven. "The code 
should work on any 6800 machine. 
Champie is doing the strategy and 
movement and I'm doing the displays 
and user interfaces. For the strategy it 
doesn't matter what machine it's on. It's 
just manipulating data. And even the 
display doesn't really matter till you 
get down to the low level." 

Amiga users already groaning at the 
thought of yet another game which 
fails to make use of the micro's superior 
features can rest easy. Team Yankee 
uses the blitter to draw polygons and 
sprites which helps to counteract the 
slightly slower processor speed. 
"Hopefully if II be the same game on 
both machines," says Champie. 




And It's ell 
t'anks to them. 
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MIDWINTER 




Everyone knows 
about Midwinter* 
Well, it's hardly 
sneaked up on 
us, has it? 
Anyway, it's 
finally here and 
seeing as it's cold, 
big and difficult, we 
sent Sean Kelly to 
review it... 



SITUATION RETORT 
ENEMY 



FACTOMS B 

SYNTH flAHTS 6 

WAntHOUSS 4 

MMO STATIONS 1 

MOIUuMTS 52 

MOoUvtnXUS 1792 



A progress report If accessible 
after ovory two hewn of 
gam op I ay, to let you know hew 
dismally you are doing. 
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Lxoatant 



All the details on Professor 
Krlstlansen. As with all the other 
characters, he's probably got some 
serious 'soap opera' type problem 
lurking Just beneath the surface. Let's 
see... Hmmm... Friendly with the 
tinker, eh? 
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limey! Where to start? (Try the 
beginning. Ed.) Oh. Okay. First 
there was God, then he made 
Adam and Eve... Cut to several 
epochs later and we find ourselves 
about 100 years on from the 
present day. But somehow things 
aren't quite right. 

It would seem that the planet 
has got in the way of a meteorite 
shower and this has caused yet 
another ice age to make the world a 
whole lot 
colder and 
put Indesit 
Frigidaires 
out of 
business. 
The only 
inhabitable 
reigions 
are to be 
found 
around the 
equator, 
though 
even here 
it's pretty 
brassy. 
And even 
the Azores, 
where 
Midwinter 
is set, are covered with snowy 
mountains and the like. 

The inhabitants are basically a 
peace-loving lot but unfortunately 
the bottom right hand corner of the 
isles (I'm sure there's a proper 
geographical term for this, but not 
being enlightened I don't know it) is 
occupied by... dan dan daah... the 
bad guy. Tall, bearded and balding. 
General Masters wants to be 
general master of the whole island. 
Perhaps if his parents had 
christened him 'Pleasant Peace 
Loving Chappie Perfectly Happy 
Tending His Allotment Masters' there 




All the details on Virginia Cayglll, the ski Instructor 
(•ess?). Doubtless other mags will cast aspersions 
for cheap laughs. We won't, merely noting that It's 
about time she did her roots. 



1 . Access the 
map screen. 

2. Access all 
the things 
which 
Professor 
Krlstlansen 
can do. 

3. Access tha 
team screen 

4. 5. Check 
out mora 
details an 
Krlstlansen. 
6. Movement. 
Bit obvious 
this ana. Isn't 
It? Stupid. 



wouldn't be all these problems. Still, 
I suppose his parents probably 
didn't know any better. 

Masters has sent battalions of his 
soldiers out to conquer the rest of 
the island, preferring - like most 
generals - to stay in the southern 
headquarters. The cad. The game 
begins about half an hour after the 
hordes have begun to move 
northwards. At this stage, you are 
only controlling the actions of one 

Captain 
Stark, 
formerly 
Managing 
Director of 
the Azores 
Tourist 
Board but 
now leader 
of the 'Free 
Villagers 
Peace 
Force' since 
the tourist 
board went 
bust. Up 
until now 
the whole 
thing has 
been a 
hobby, with 
his biggest worry being chilblains 
from too many snowball fights. 

Captain Stark (or 'Starkers' to 
his mates, following a rather saucy 
incident at a notorious fondue party) 
must now recruit the 32 islanders in 
order to carry out a guerilla war 
against Master's 
marauders. Once 
another 



00AIIHS Ahf SltUS 



Mora* 

lnarr\| 

AJartnrss 

Endur area 

ScuroWf* 

Optaose 

St/aneth 

Staaafcu 

Sharpnas* 

SMnf 

Ceo* 

CVrvr< 



Sabot *f* 



Efccatant 

Etpawnt 

looaaant 

Cood 

Avaras/a 

twatant 

Avar**/ a 

Avar*** 

Cood 

Excatmt 

Cood 

Cood 

Batov Far 

Avaraf* 



1 



36 



ZERO 




MIDWINTER 



review 



person is recruited, you also control 
their actions. Unfortunately, Stark ers 
has to do this on foot to start with 
and as the islands cover an area of 
400 square miles, it's a mite 
troublesome to say the least. There 
are snow buggies, cable cars and 
hang gliders which can be used to 
get around, but these must be found 
before they can be used. 

Fortunately a map is available, 
which as well as indicating the 
condition of the terrain will also tell 
you where the other islanders are, 
where the enemy is and where all 
the cable cars, radio stations, 
villages etc. can be found. So 
basically the order of play is thus: 
rrog around contacting villagers and 
converting them to your cause and 
once you feel you have a big 
enough force, decide on a strategy 
and lead the gullible few into battle 
against the well armed many. 

Some of the villagers don't 
particularly like Stark (the fondue 
party again) and will refuse to join 
the force if he tries to recruit them. 
So, other members of the group 
with a similar or 'compatible' nature 
should be sent to attract them to the 
cause. (That means using a girlie to 
recruit the macho prats.) You control 
each of the team members in turn 
for a two hour game period. While 
you're moving Stark, for example, 
from one mountain to the next to 
prepare for an all out assault, the 
'clocks' of the other characters don't 
alter. This means it doesn't take you 
10 game hours to move five players 
as each of the five are moved 
through the same two hours in turn. 

On the face of it, Midwinter is a 
strategy game but despite these 
profound strategy elements, it also 
has an 'arcadey' feel. Getting round 
is done 'in person' as it were and 
can mean skiing round dodging 
bombs and sniping at bombers, 
hang gliding over mountains and 
lakes or racing snow buggies across 
dangerous terrain at full pelt. 

Only you stand between Masters 
and the Azores. And just think, once 
you've given him a good old 
kicking, all the people will trust you 
and you could even set yourself up 
os leader. Become a dictator... 
Think of all that power... 
HAHAHAHAHAIIIII (Somebody 
give him his pills. Ed.) 
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Midwinter 




Rainbird 




To be announced 




ST/Amiga/PC 


RELEASED 


ST: March 

Amiga/PC: probably 
April 




One of your team has 
managed sneakily to 
approach the enemy HQ and 
now wants to let Masters 
know that he's horo. 



Lot's go for the more subtle 
methods of announcing our 
presence - we'll blow up 
every building within 
a 50 mile radius. 



The result? Wall lot's just 
say that Masters got a holl 
of a surprise when ho 
pulled the chain this 
particular morning. 
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The invaluable 
map screen, from 
which oodles of 
Invaluable 
Information can 
bo accessed. 
Pointing to any of 
the buildings etc. 
on the right will 
highlight them on 
the map. 





No way. Did 
Winston Churchill 
over give In? Did 
Bonnie Prince 
Charlie? Eh? Eh? 
Oh go on then, 
yos. Anything for 
a quiet life. 




KRISTIANSEN GOES 
HANG-GLIDING 




Lotion one: "Firstly you are getting! 
yourself a strlpoy hang-glldery thing 
and thon you aro findings a high 
mountains. Thon you run off the side, 
rememberings to put en 
Hie hang-glldery." 



"Havings jumpled off Hie high 
mountains. It's good to not croshy 
bang Into It. I'm not doings very 
well at vis bit." 




Aaah. A village. Now all wo are 
to he doings Is landings..." 




"As you can see, I'm not doings 
brilliantly good at vis... how yew say... 

malerhey. 
Oh deary ma..." 



The Team! Yol You think they'd come up with something a little more 
'happening' than 'The Team' wouldn't you? I mean, how about The Ax ores 
Anarchists'? Or 'Rude Boys of the Equator'? Or something like that. And how 
come two of Hie team were playing Speodball when It all began? 




Sean: Midwinter is 
loially fab. There's no 
doubt about it; even 
at this early stage of 
the year, it's already 
going to be very 
difficult to beat in the 
'game of the year' stakes. 

Firstly, the whole scenario has 
obviously been thoughtfully researched 
and is altogether feasible and believable 
- convincing even. The way in which The 
game evolves as you play it should keep 
everyone coming back time after time. 

The graphics are excellent 
throughout. Firstly, the stationary 
screens are all beautifully put together. 
They have a cohesive and distinctive 
design and all the icons are self- 
explanatory. Similarly, the various 
screen layouts are colourfully 
and imaginatively presented. 
This is just the stationary stuff 
though and it's the animated 
graphics, namely the 
mountains, cable cars and 
buildings, that really make the 
chin drop. The presentation 
and the speed with which they 
update is impressive. The way in which 
the mountains emerge from the mist to 
give the impression of distance is also 
innovative and convincing. There has 
also been a tremendous amount of 
effort put into making things just right, 
for example the little rise and bump as 
the cable car goes over a support tower. 

Unfortunately, sound is not 
particularly stunning, the effects for the 
most part sounding like various 
intensities of white noise. There are 
some nice touches though: when you 
turn to face a vehicle that's chasing you, 
the sound increases in volume. 

Giving every characters a history is a 
good idea in theory but I did feel that the 
type of problems and two-dimensional 
characteristics they all had (the lech, the 
hermit, the nurse with a crush on the 
leader) made it seem like a bad soap 
opera and cliched beyond words. 

However, gameplay-wise. Midwinter 
is fantastic. It's absolutely enormous but 
unlike the type of game where you have 
to spend the first few days just walking 
around finding out where things are. the 



HASSLE 
FACTOR: 2 

A bit of disk 
faffing, but 
nothing that's too 
unbearable. 



map screens give you all the information 
you need to know. This means that as 
soon as you begin playing you feel that 
you are really involved, instead of just 
tramping around before the real game 
starts. You can get straight down to 
planning a strategy and recruiting a 
team and although in the first few 
games you'll probably lose 
spectactularly. at least you feel you're 
doing it with a purpose and learning 
some decent tactics along the way. 

Moving round is also great fun, 
hacking off the side of mountains with 
nothing but a hang glider and three 
crates of dynamite for company. All the 
vehicles, whether gliding, skiing or 
zipping across the snow at a fair old rate 
are brilliant fun to drive. 

Before the review, I was given the 
mathematical tripe about 
fractals and ten billion 
operations per second and all 
tho usual sort of stuff that 
software houses wheel out 
when they're trying to 
convince you that you should 
like a game because it's 
clever. Normally this is 
worrying, 'cause clever games tend to 
lack decent gameplay. Midwinter has 
convinced me for the first lime ever that 
a game can be really clever and 
incredibly playable. It's an 
absolutely phenomenal game 
and there are no reasons not to 
buy it. Absolutely stunning. 
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AVAILABLE ON: 

ATARI ST ft AMGA £19*9 w. k 
C64, SPECTRUM ft AMSTRAD OffiCS £14-99 
CS4, SPECTRUM ft AMSTRAD CASS £9 99 
MSX CASSETTE £8-99 



SPACE HARRIER 

Remember Space Harrier? Duncan MacDonald did, with a 
sort of warm nostalgic feeling that made his toes go all 
wibbly. So who better to check out Space Harrier //, the 
sequel from Grandslam? Actually we could think of several 
people, but Duncan did it anyway. 





got him with my nuclear powered polo. 

Space Harrier. Now there's a 
rather famous coin-op 'blast 
from the past' for you. One of 
the first games to hurl the player 
about on a hydra ulically powered 
chair as he shot everything up on- 
screen, Space Harrier was also one 
of the first arcade machines to find 
itself surrounded by a throng of 
onlookers. Fighting often broke out 
as the crowd jostled for position, 
with everyone trying to push in at 
the front of the queue, and in one 
incident 48 people were actually 
killed in an amusement centre on 



Brighton sea-front. (Are you sure 
about that last bit? Ed.) 

Then along came Space Harrier II. 
Luckily, this sequel wasn't 
responsible for any deaths - the 
reason being that while it was 
better than the original, the 
excitement and wonder had, for 
most people, gone out of hydraulic 
cabinets. 

In the original Space Harrier you 
had to save Dragon Land. In Space 
Harrier II you have to save Fantasy 
Land. This time around your ultimate 
aim is to kill the Dark Harrier, who 
you only get to meet at the very end 
of the last level • an obvious place 
really, because if you met him in the 
middle of level three (and killed 
him} there wouldn't be much point 
going on. Anyway, Space Harrier II 
contains twelve levels in all. Then 
there's a thirteenth 'special' level in 
which you have to take on all the 
game's meganasties in succession, 
culminating, if you succeed, in the 
'ultimate battle' with the Dark 
Harrier geezer. 

Space Harrier is the character you 
control, not suprisingly. We'll 
assume Space is his christian name 
and Harrier his *urname, and, to be 




Splat. Blot. Kerpow. Missed! 

polite, we'll refer to him as Mr. 
Harrier. Mr. Harrier has a jetpack on 
his back which means that as well 
as running along the ground he can 
also skip into the air and fly around 
all over the shop. You view him 
from behind - and all the in-game 
scenery and aliens scroll 'out of the 
screen in pseudo 3-D. Shooting 
things is the name of the game in 
Space Harrier II - unless they're 
unshootable, in which case, um, 
avoiding them is the name of the 
game. 

There's a whole load of different 
sets of aliens on the rampage, all 
with their own attack formations, in 
addition to the giant pillars. These 
pillars move towards you at 
breakneck speed and have to be 
avoided, but there's no point trying 
to fly over them as they're too high. 
Someti (nes both the attacking aliens 
and the pillars appear on screen at 
the same time, which makes life 
rather hard. (And getting killed 
rather easy.) At the end of each 
level there's the obligatory 
mega nasty. 

At various points during the game 
you get to partake in a bonus level, 
where the action is much the same 
as in the main game, but you're not 
playing for points - you're playing 
for prizes - extra lives. And that's it. 
Yer lot. Not much else to say, really, 
except it's out on the ST, and we've 
got a copy. Is it any good? Well, 
read on and find out. 
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TITLE 


Space Harrier II 


PUBLISHER 


Grandslam 


PRICE 


| £19.99 
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unc: Alright, you can see the 
stationary graphics - but you 
want more, don't you. How well 
do they move, that's the question 
dribbling out of the (eft side of your 
mouth along with all that saliva, isn't it? 
Well. I can hereby confirm that they don't 
actually move at all: they just sit there 
doing nothing. This is a new concept 
called a 'stationary shoot'em-up'. No, 
actually that was just a sort of joke. (It 
wasn't a very good one. Ed.} Truth be 
told, everything moves incredibly fast. 
Mind you, it has to be said that while the 
animation on the sprites is rapid, it's also 
slightly jerky: speed at the expense of 
smoothness. 

Maybe the jerkiness is down to 
memory constraints though, as the 
sprites are really big and colourful 
throughout, especially the end of level 
monsters. What 'muthas' they are - from 
funny GoBot type robot things with 



Now, now, don't lose your hood. 

stompy feet to gargantuan turtles with 
three heads to - well, there are twelve in 
all, and that's only two of them. 

They zoom around all over the place 
and fire incessantly. There's always a 
logical way to kill them though, so the 
(earning curve is quite a friendly one 
(welt, not actually 'friendly', but you 
know what I meant. The sound effects, by 
the way, are reasonable - but not 
particularly awe inspiring. Oh, and 
there's an option for mouse control 
which gives you yet another oxcuse for 
buying a ZERO mouse mat (the best 
mouse mat in the world).. 

At the end of the day, I'm going to 
have to say that Space Harrier If isn't 
dramatically different to its prequel. A lot 
of detail has gone into the sprite 
graphics, but the jerkines^ of the 
animation is slightly off putting - at first. 
Once you 'get into' the game you don't 
notice it so much, though, 

Hmmmm. Yes. As a prime piece of 
shoot' em up action, Space Harrier II has 
got quite a lot going for it. Though I've 
got a feeling some of you might have 
been expecting it to be even better. 
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Fosl poud lint person 
perspective 3D strolling 
shoot 'em up. Shame about 
the slightly jerky nature of 
the graphks. 




The Harrier jump jet is the most famous 
VTOL (Vertical Take Off And Landing) to 
have seen service with the RAF. Its 
Pegasus vectored-thrust turbofan 
engines were a considerable advance 
on the biro spring and old knicker 
elastic used by Mr Stanley Sproggitt to 
power the Mk I prototype. This version 
managed an immaculate take off on 
June 5 1953. Tragically Mr Sproggitt 
proved unable to land and was 
seen heading in the direction of 
Cleethorpes. 



One of the most famous 
teams in the history of 
amateur athletics, the 
'Harriers', dominated Im w 
track events between the 
wars. To this day a^fi 
townsfolk speak with fib* 
pride of names dr^^ 
such as "Speedy" *Wi ftX** 
Porker, IH^V^ 
"Kneecaps" * 
Noddishall and, of 
course, the legendary Ian 
"Sheep worrier" Arnford 
(seen here training with 
a large rugger ball type 
melon). Any visit to jtm 
Heckmondwike would be 
incomplete without a sightseeing 
trip to the Bagshaw Pavillion insid 
which Speedy'* surgical truss can 
still be seen; a yellowing reminder 
of a nobler age. 
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FULL METAL PLANETE 



Blimey! It's another one of those weird French games 
again. This time it's a conversion of a board game that 
people in Paris sit around playing all day in 'les publeek 
'owses'. Sean Kelly put on his beret to check it out. 





Full Metal Planetc is a 
strange game. The main 
objective is to land on a 
planet which is full of metal 
ore, grab as much as 
possible and then leg it pronto. With 
up to three other greedy teams 
trying to grab the ore, it's not 
exactly a stroll round the terra 
firma grabbing chunks of tin. Each 
of the players, which can be any 
mix of computers or humans up to 
a maximum of four players, takes it 
in turn to make a move. 

Your first move is to choose a 
landing sight for your freighter, the 
second to deploy your forces and 
the third is when the fun starts. Your 
forces consist of a number of tanks, 
a tanker, two ships, a crab and a 
weather hen. The tanks and boats 
are purely offensive or defensive, 
whilst the tanker, crab and weather 
hen can all carry ore. The tanker can 
carry four chunks of ore, the crab 
and weather hen two. The weather 
hen is capable of transforming ore 
into a tank, crab or pontoon. 



The game consists of a maximum 
of 25 turns for each of the players. 
There is a time limit of three minutes 
to make your move, consisting of 
15 'operation points'. The game is 
played on one of those hexagonal 
board designs and movement of 
anything across one square will cost 
one operational point, as will 
loading ore or unloading other 
crafts. Your points can be spent in 
several ways: putting your tanks in 
a better position, loading or 
converting ore or even attacking 
other teams of miners. 

So, is Full Metal Plante a load of 
ore'ld tat or as good as gold? 
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TITLE 
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£24.99 
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ST/ Amiga now 
PC later 



Aha, one more devilish move will 
leave my opponent orestrvck. 




Think I'll go for a tank this time, 
don't fancy the crabs much. 




Sean: It's really hard 
to pinpoint the 
attraction of Full Metal 
Planete. The first 
game I played was 
against just one other 
computer-control led 
opponent and was. quite frankly, pretty 
dull. For the second, however, I made 
sure I had three computer-controlled 
opponents and it was here that the 
game really started to hot up. 

The graphics are an accurato 
translation of the board game with that 
little bit extra thrown in, for example 
when you blow someone up or move 
around the board. All the menus are well 
presented and there are tons of options 
to choose from. Sound is essentially a 
collection of metallic clanky noises, with 
a chunk of music at the beginning. 
Nothing spectacular but perfectly 
suitable for the occasion. 

In the initial stages you spend most 
of the time just placing your forces to 
the best possible advantage and 
possibly using your weather hen to 
create a few more tanks and crabs to 
expand your empire. From then on it's a 
case of fending off the attacks of the 
other miners as they attempt to muscle 
in on the ore noar you, setting out to 
steal their ore or bashing them. 
Attacking or even 
capturing the vessels 
of other miners, 
involves a consider- 
able amount of 
thought and orga- 
nisation and adds to 
the fun. But strangely 
enough, it's a lot more satisfying when 
you have to plan just exactly how you're 
going to blow someone up, than simply 
hacking them down with a machine gun. 
It's also much more frustrating when 
someone else attacks you in a really 
obvious way that you hadn't noticed. Bit 
like chess in that respect. I suppose, 

As I've already mentioned. I wasn't 
too impressed with Full Metal Planete at 
first. A few hours play, however and I 
was well and truly hooked. It's basically 
a strategy game, but it's so well 
presented that even the hardest of 
arcade nuts should find the game 
appealing. The limit of 25 turns per 
game stops it getting boring and does 
give some urgency to the proceedings. 
Just as soon as I have finished writing 
this review, I shall probably go back to 
the computer and have another quick go 
{And another go. Ed.) - with a view to 
taking the screenshots. you 
understand - and I can think of 
no better accolado for a game. 



HASSLE 
FACTOR: 0 

Perfectly user- 
friendly. No 
faffing about. 
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STAR LC 10 COLOUR RIBBON £7 95 



DRIVES 



CUMANA I mg 3'/," DRIVE WITH PSU £95 00 

Q-TEC 1 mg 3'/," ORIVE INC PSU £7995 
ATARI SF 354 V,mfl DRIVE INC PSU £65 00 

ATARI 20 mg HARD OISK By TRIANGLE £499.95 
CUMANA VA"/i'A" DUAL ORIVE INC 

PSU STM ONLY £199 95 



SPECIAL OFFER!!! 



ST POWERPACK plus £250 SOFTWARE £395 00 



SB?! Instant Credit Available - Ask for Details 

UK Postage and Packaging itemi under (50 add £2 llemj under 1 1 00 add f 5 Itemi over £ 1 00 add 
£10 lor Courier Deliver) Inciudti delivery to you the day atier deipatch Orerieat cuitomen Europe 
FuJI price itiown will cower carnage and packaging Not -Europe an add 5% lo tola! 



37 Seaview Road, Wallasey, 
Merseyside L45 4QN. 
051-630 3013 051-630 5396 
051-691 2008 Fax 051-639 2714 



37 Seaview Road, Wallasey, 

Merseyside L45 4QN. 
051-630 3013 051-630 5396 
051-691 2008 Fax 051-639 2714 




DUTCHHAH 

ZIIIIE 



«^X 





Journey to 
the Old West in 
search of the fabled 
LOST DUTCHMAN MINE! 

Enter the town of Goldfield to buy food and supplies. Play poker in the saloon, 
read the local news, or visit the bank, jail, livery, doctor or assay office. 

Out in the desert, you can fish in the river, pan for gold, and explore over 100 
abandoned mines and caves. Freezing nights, scorching days, rattlesnakes, bandits 
and renegade Indians are a constant threat. Features digitized sound, fabulous 
graphics and animated sprites. 

Available for: Amiga, Atari ST, IBM CGA/EGA/MCGA & Tandy. Suggested Retail: $49.95. 




ACTION 



ATARI LYNX 

ATARI VCS 

KONIX 

NINTENDO ES 

NINTENDO GAME BOY 

PC ENGINE 

PC ENGINE SUPER GRAPH X 
SEGA MS 

SEGA MEGA DRIVE 




JAPAN WARRIOR 

Hack 'n' slay action for the 
PC Engine 



ZERO 



45 



Super 
Nintendo 
hanging on 

Supplier for 
Super 
Graphx 
confirmed 



Three great 
new Lynx 
launches: 
California 
Games, 
Electro Cop, 
Gates Of 
Zendacon 



piu, news. The PC Engine 

reviews, tips Super Graphx 

and cheats steams into the 1 990s 






He heroes of the past are 

featuring Flash Gordon and his friends in an epic battle 
against the evil forces of Ming The Merciless 

AVAILABLE FOR: C64, AMSTRAD CPC 

AMIGA, ATARI ST SPECTRUM 48/1 28K ^tt^SSEL 



AVE THE FUTURE" 

13 North Parte Road. Harrogate HGi 5P0 Sales: (0322) 92518 





coNsotixnss 



The Gameboy hasn't 
f V S even officially made it 

to our shores and 
already its makers, Nintendo, 
are touting a colour version. 
Atari and Nintendo are 
embroiled in several bitter 
lawsuits in the States, so it 
wouldn't be uncharacteristic of 
Nintendo to try and steal the 
Lynx's thunder by announcing 
a machine with similar 
capabilities. 

,''.- '\ Next time you pop into 
I, y your local Sega 
"--11^ stockist, look out for 
the Handle Controller (awful 
name). It's a yoke (I'm not 
yoking!) which plugs into the 
Sega console and provides 
you with an ideal controller 
for car racing games and flight 
simulations. 

^.i 1 A console from 

Commodore? Well 
t&-' that's what's doing the 
rounds on the grapevine - but 
then there's been speculation 
that Commodore would 
release a console ever since 
Atari announced they would 
be releasing one (that's in 
addition to the Lynx). Stay 
tuned for more news. 




SUPER NINTENDO 
ON HOLD 



i-~~-r> The Sega Megadrive 
I ..'1 (aka Genesis) is 
*->•—- reputed to be outselling 
the PC Engine (aka Turbo 
Graphlx) in the States - in fact, 
demand for the machine is so 
great that Sega Japan have 
gone ahead and shown off a 
disk drive, graphics tablet and 
keyboard for the console. If 
the keyboard and disk drive 
take off, the ST and Amiga are 
in for a really rough ride. 



With so many consoles about to 
be launched, Nintendo have 
decided to hold back on the 
Super. They want to see what everyone 
else produces before blowing the 
competition out of the water. The 
problem is. they could wait forever. 

With the current 8-bit Nintendo it's 
possible to select 4 colours from a 
palette of 52 with 4 of these colour 
groupings on screen, The Super 
Nintendo that was supposed to be 
released in Japan last July sports 16 
colours from a possible 32,768 on screen 
- 8 palettes are supported. Another mode 
makes it possible to have 256 colours on 
screen. Add to that a resolution of 512 
pixels x 448 and you end up with 
something rather special. 

Up to 128 sprites can be animated. 



TURNING 
JAPANESE 

The latest PC Engine game Micro Media 
have got hold of is Neutopia. It's an RPG 
much like the great Ultima series. If I 
could read Japanese I'd tell you the plot 
but as it stands, all I can comment on is 
the audio track and the graphics - and 
they're damned good. Exploration fans 
are gonna love this one; not only do you 
have to find out where things are hidden 
but you'll have to guess what the 
Japanese messages mean ihat pop up 
when conversing with other characters. 
Micro Media are on (0743) 271792. 



ON THE CARDS 
FROM SEGA 




Dead Angle has you on 
the trail of evil gangster 
bosses. The game is a conversion 
of Fabtek's coin-op of the same 
name. Basically you run around 
spraying bullets into as many 
hoods as possible. 





HE99B&BBBHHB 

— Dynamite Dux is a conversion 
the cutesy Sega coin-op. 
You play a mischievous blue 
duck and have to kick the 
hell out of anything in your path. 
Extra weapons like grenades, 
bazookas and machine guns can 
be picked up. 



n I 

U du 



Notice that the Super Nintendo controller has 
four fire buttons rattier than the wival two. 

sized between 8x8 pixels and 64 x 64 
pixels. Other hardware screen tricks 
include rotations and zooms in real-time. 
A digital to analogue converter makes it 
possible to play eight sampled sounds 
simultaneously. Digital echo and synthe- 
sised sound is also thrown in. Wowl 

If that's what Nintendo intended for 
release six months back, what the hell 
are they going to come up with now? 
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LfcFE 

SPEED 28 
STRENGTH 3 
CTtSS.LES 3 
CHRR.5F1F 



LEVEL 



V 



LYNX LAUNCHES 

• Gauntlet 3- no surprise* here; the gome 
is simply a continuation of the series 
you've come to love. More magical and 
menacing foes to defeat. 

• Chip* Challenge - a combination of 
maxe and strategy. You must negotiate 
levels filled with obstacles and 
obstructions, 

• Time Quests A Treasure Chests - do you 
notice anything strange about the Lynx 
game above? You should do: the game is 
ployed vertically rather than horizontally. 
The idea is to run around moxes searching 
and shooting. 

• Rampage (aka Monster Rally) - the 
game has been held up in a legal wran- 
gle and changed its name in the process. 
Because the courts haven't finished 
playing the game, it's unlikely you'll get 
hold of a copy until the middle of this year. 



► 
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GAME OVER 



J* 
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A FULL 
HEAD OF 
^ STEAM 

The PC Engine hasn't even been 
officially released in the UK and now 
Japan has its successor, the Super 
Graphx. Tony Takoushi managed to 
get hold of one on the purple market 
for a ZERO exclusive... 






ateltne: December 8th 1989. 
Place: Japan. Event; NEC 
released the PC Engine Super 
Graphx, a much enhanced version of the 
PC Engine console, to a rapturous 
reception. The initial production run of 
50.000 units sold out within a few days. In 
Japan, NEC had scooped another 
startling success story. 

Not surprisingly, it's going to be a long 
wait beforo any machines reach Britain 
through official channels. Console nuts 
are once again going to have to run the 
gauntlet of grey importers to sate their 
state-of-tho-art appetites. 

The PC Engine Super Graphx retails 
for 39800 Yen (around C180) and the first 
game for 6500 Yen (C30). This will 



BATTLE ACE 



There is currently only one gome for the 
system. Bottle Ace. This cross between 
P Afterburner and Galaxy Forte has you 
.A. flying around zapping alien nasties. 
Nothing very original there. But the action is 
astonishingly fast and addictive and really shows 
off the graphics capabilities of the new console. 

You have to fly over the surfaces of a series of 
planets, sitting in a cockpit equipped with radar 
to clue you in to the attack patterns of the enemy 

space craft. 
You're 
armed with 
forward 
firing guns 
and guided 
missiles 
which must 
first be 
locked onto 
target. The 
fighter is 
highly 
manoeuvr- 
able, allowing you to perform complete 360 
degree spins to freak out the incoming homing 
missiles launched at you. That's assuming your 
brain con handle the gyrating horizon if you 
choose this plan of attack... 

There are many planets to work through and 
space battle sequences help link it all together. 
Overall, the game is excellent, with unbelievably 
smooth, fast and colourful graphics. Baftfe Ace is 
indisputably an impressive debut. But in the long 
run, the success of the machine depends on NEC 
getting solid third party software support. 




probably be the standard price for the 
new 16-bit/onhanced consoles which hit 
Japan in 1990 - although when or if the 
Super Graphx reaches the UK through 
grey importers, the price for games will 
probably be in the C40 bracket. 

Super Graphx' main competitors are 
the Sega Megadrive and (eventually) the 
Konix and Nintendo consoles. The 
Megadrive is selling well and the quality 
and breadth of its software catalogue is 
firmly establishing it as the current 
market leader in Japan and the US. The 
Konix has yet to make an appreciable 
impact; and Nintendo is keeping very 
quiet about its new 16-bit offering. But 
one thing's for sure: with the current huge 
worldwide success of Famicon and 
Gameboy it must be reluctant to take the 
edge off them with a new machine. 

At present NEC has made no 
announcement about any plans to launch 
its machine in the UK and Europe. The 
launch in September 1989 of its original 
PC Engine in the US means it is looking to 
establish it as a worldwide machine; and 
with Sega gaining such a dominant 
position in the UK and Europe any plans 
it has for these territories are likely to be 
rapidly stepped up. 

ENGINE CAPACITY 

The Super Graphx is almost three times 
the size of the original Engine, is made of 
a tough grey plastic and looks like an 
enlarged piece of transistor. Far out. And 
there's some good news: its compatibility 
with old PC Engine games should raise a 
cheer from those of us with a large 
collection of software for the old system. 

Hudson Soft have designed the new 
custom graphics chips in the Super 
Graphx, Their name should ring a bell 
with readers of issue one because they 
are responsible for Cunhed, one of the 
greatest Engine shoot 'em ups. If anyone 
knows what's necessary to get things 
moving quickly, then it's got to be 
Hudson. Indeed, the specifications for the 
new chips are astounding. The new 
machine features enhanced sprite 
handling capabilities <128 can be 
manipulated at once as opposed to the 
old machine's 64) and a larger palette of 
4096 colours. It has two background 



screens rather than one; the extra screen 
means that flicker is removed and 
sensational parallax scrolling is made 
possible. Main memory is increased from 
the old Engine's 8K to 32K . with video 
RAM doubled to 128K. All this extra 
memory allows even more complex 
screens with graphics manipulated at 
even greater speeds. 

There are two ports, the External bus 
(which is not compatible with the NEC CD 
ROM unit) and an S EXP port on the front 
next to the joypad socket. There is no 
indication what this is for at present. The 
joypad is the same as that of the original 
PC Engine but with turbo buttons to save 
on the bashing. 

The games come on ROM cards 
(capacity around 4 Megabytes) which slot 
into the top centre of the unit, facing 
towards you. The power switch slides 
across to seat the card in place and acts 
as an on/off switch. 

Video output is non-standard (well at 
least to the UK) with only composite 
video and no RF (the standard TV output 
on most consoles). Sound is in stereo 
with two phono jacks complementing the 
video phono output. 

The Super Graphx must be up there 
with the best of the new generation of 
consoles. The fact that it is compatible 
with old Engine software is a strong plus, 
even though in that situation it fails to 
show off the unused oxtra processing 
power. Unlike Battle Ace. the first 
game specially designed for it... 



► 



NICE GRAPHX, 
SHAME ABOUT 
THE AVAILABILITY 

So where con you get hold of the new 
NEC console? Well, it has sold out in 
Japan so the chances of if being 
widely available on the grey market 
are slim. Fortunately for you lot. 
Supervision (0602 475151) have 
announced that they have got hold of 
a small number. The price hasn't been 
finalised but it won' t be cheap. Oddly, 
the largest distributor of PC Engines in 
this country, Micro Media, have no 
plans to import the new machine. 
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ZERO 



FREE! 



TENSTAR PACK 

WORTH OVER £229! 




FREE' - AMEGAS - by Players 




FREE! - INSANITY FIGHT - M.crogeal 




FREE 1 . - ART OF CHESS Py SPA 




FREE! - MERCENARY COMP by Novagc 




FREE! - BARBARIAN, ULT WARRIOR - by Palace 1 1 FREE! - TERRORPODS by Psygnos.s 




FREE! - BUGGY BOY - by Et.te 



T 




FREE! - THUNDERCATS - by Elite 




FREE! • IKARI WARRIORS - by Elile 




FREE! - WIZBAIL - by Ocean 



C z Commodore 

AMIGA 




£399 

INCLUDES 
FREE UK 
DELIVERY 



£346 

The Amiga 500 is one ot a new breed ot technologically 
advanced computers, which are now emerging as the new 
standard tor home computing, based around the new Motorola 
66000 chip The A500 has 512K RAM and a 1Mbyte double 
sided dish drive buill-in It can be connected directly to a wide 
range o' monitors, or to a domestic TV set through a TV 
modulator Designed wit" the user m mmd. the A500 features a 
user tnenaiy WIMP environment ana comes supplied with a tree 
mouse And. when you buy your Amiga Irom Silica Shop, the 
UK's Noi Amiga specialists, you will experience an alter sales 
service thai is second to none, including a technical support 
helpline and tree newsletters and price lists Return the coupon 
below lor our current information pack, which will give details ol 
the Silica service and the very latest Silica Amiga olters. e&of 



to 
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WHY SILICA SHOP? 



tfUlt YOU QK<1> *•>■" 10 Out tOf ** * Cnmmoonra Am-gj <;o*ip u Uir 

M M)HI nil co"K*ei .»ry c*re*ii"» WMERt you Duy <\ 'lwi» are 
UAH1 mmpames wo CAT a"?- you a computer a «e* pr>i<i»ier4'S a»o 
** 'Op ten *#i»nq tines The-- *•* »ErtE<* compa"-t* *»h, c*- oiin ■ 
•>> -vflc iif pwiucn Im <oui eompum « we" as «•!*" j t. ■ t*4 
•rp )», reeO i* *i%F<e % ONLV D*rf company who can p"n«iOe 
M oi tMied product* pi trip UK ■ Kill dm* >■-■ ; i 

«fC*Ht Wi*ai n#upi «tB n"0 m-flem" .tliei sa*s suppo" MdlidHj 
■»t reaswiers J"n o'im".'«* d^MiM to your loo' '(f u io"g at »ou 
n»t ahe" you puitnase y»u* ci*rv«iFi 'rial or* company is Stl<» 
Vii* A* IM own *fianii*"M m me romp '.ompniei lw*i to. i?n yM>s 
i*0 ta» ftinr claim lo xii Ou» tutloman i»q~i"»r»<iti ~ ■ ar> accu'acy 

»"«! tj'd**M«"di"0. W»ch »s |o nO"p Hm are aafe) some Ol CW 

THE fUU STOCK RANGE: Thf, •rgsjtl rar-ge o' Am-gs 
'piawn peripherals iiccesvxiev boi]*s anO software in the UK 

Af TEA SALES SUPPORT: Tr> e ?ia» al Silica Shop are 
seSitaied lo nelp you to get the best Irom your Amiga 

FREE NEWSLETTERS: Mailed d>red io you' home as 
icon k we punt mem featuring oMe'S md latesl releases 

FREE OVERNIGHT DELIVERY: Or an hardware orders 

ir open to S<l<ca Snop Customers wilhn tne UK mainland 

PRICE MATCH PROMISE: We will normally match our 
compel i lo's o"ei5 on a same product same price basis 

FREE TECHNICAL HELPLINE: fu» lime lean, ol Am.ga 
ltcto>ca> evpert* to *<elp you wun your technics* queries 

But oont >us1 take our word to' it Complete and return the 
coupon beiow tot Our latest Amiga literature and begm lo 
taoenente tnp Sit-ca Snop specialist Amiga service 



I. 'llV ■■ 



A500 Computer 
TV Modulator 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE 



EH3 

£399.99 
£24.99 
£69.95 
£229.50 



£724.43 
£325.43 

£399 



FREE FROM SILICA 



Wnen >n- buy l"e Amiga 600 'rom Silica Snop you w>li not only 
ael a "ign pow. value 'O' moriey computer *e will a<so gi*e 
you some spectacular dee gits F rst ol aii we a>e now including 
a TV mooulatoi *iin eveiy A500 slnnd alone aeyboa'0 so you 
can plug your Amiga MMflM mto your TV at nome ('he 
moduialor is not nduded W'tr> tne ASOO-AiOfMS pac* as ii >s no; 
required lor use with monitors) Secondly *>e added a dee 
copy o' Photon P*mi an advanced grapnics packigt win an 
RHP o* CM W Lasi land Oy no means leasl 1 ! so inai you M n be 
up anfl runn<ng straiQhi away we are OMrM away ine sensahonai 
TENSTAR GAMES PACK *iin every AbOO purenjsed al S*i>ca 
Snop Tn.s pac* leaiuies ten top Amiga t>i«s " ■ nave a 
combmed RRP ot nea'<y t?30' Return me coupon tor detans 




A500 Computer 
1084S Colour Monitor 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE 



£399.99 
£299.99 
£69.95 
£229.50 



£999.43 
£350.43 

£649 



FREE TENSTAR PACK 



W*n you buy your Amiga 100 
Irom Silica Sliop we want 10 
mavp sure you get Ine best 
oeai possible 'hat is why *» 
are giving awly ine TEMSTAD 
GAMES PACK wo'lh nearly 
[?30 abioluieiy FREE with 
every ASOO purchased from us 
Tha T*nSlar Games Pac» inc- 
ludes ten lines 'o» ine AMD. 
each mOividuairy pac>ag*d <n 
iri own cas*"g with instructions 



Amegas 
Art 01 Chess 
Barbarian UK Warrior 
Buggy Boy 
Ikarl Warriors 
Insanity Fight 
Mercenary Comp 
Terrorpods 
Thundercats 
Wizball 



TOTAL RRP: £229.50 



£14 95 
E24.9S 

C19 9S 
£34.95 
£24.95 
£24.95 

£19 95 
£24.95 
£24.95 
£24.95 
£22950 



i matting i<u as an 
ill anO ntvrtletiei 

■»(E 0' CHARGE ai may ntcnm« aiailaDle CompWM ma coupon anfl rWu" n lo our SirJcup 
yinc" a*>l Mg>n aipariancing a ipacialitl Amiga wvica mal is stona to nona 



ai'*a0) own a" Am>ga compuia* ano - ina lo ba ■■; ' or o 
<gi -ia> IM us •rcf Wa will M pieasad lo sand you torxt ot ou> price I 



To: Silica IM. ZERO MAR H Th« Mtws. Hatheriay Road, Side up. Kant DA14 40X 

PLEASE SEND ME FREE LITERATURE ON THE AMIGA 



SILICA SHOP: 



Mr/Mrs- Ms 



Address 



Surnamt 



SIDCUP («t Mail Order) 01-309 1111 

1-4 The Mews. Halhe'/ey Road. Sidcup. Kent. DA 14 4DX 
OPEN \iQ*i-SAT 9am - 5 LATE NIQHT; fRIQAV 9am - 7p— 



LONDON 01-580 4000 

52 Tottenham Court Road. London. WtPQBA 

OPEN WON S»* 9 JW*i" * I 



LONDON 

Seltr'dg-S ' lul floor'. Onto 
OPfN; KtON SAT ftof - 6 OOl" 



;\>pni LATE NIGHT .V: :\h ■ 

01-629 1234 ext 3914 I I _ 

rd St reel. London. WIA IAB I I D° y° u 

LATE NIGHT THW5PAV 9am Bum M ^L"SOvVf 



PostcoQe 



ai'eady own a computer 
wtiicn one do you own'' 
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CONSOLE 



★ ★ ★ THREE SIZZLING ATARI LYNX GAMES REVIEWED ★ ★ * 



GATES OF ZENDACON 



CONSOLE 



CLASSIC 



Atari/$39.95 # /Lynx 

\ You're the man for the job- 1 can 
tell by the glint (Eastwood) in 
your eye and the sleek starship 
you keep in your left pocket that 
you're the kind of guy not frightened of 
taking on the Universe. Forget your brain 
cells; you really don't need them in this 
game. Zendacon is a horizontally 
scrolling shoot 'em up. But don't knock it 




Oh heaveo - hero I am blasting every living 
thing. Ufa's a drag; I'd much rather be al 
home drinking Until soup. Hal Faalad you 
suckar. Oat a tasta of lasar, punk. 



- for a screen the size of a matchbox, the 
action is non-stop and incrodibly fast. 

The idea, as ever, is to rid aliens 
inhabiting the real estate. Who cares if 
they were there first or just popped over 
to say hello? You're a mean mother and 
don't take kindly to alien filth infesting 
your air space. 

Along with an abundance of angry 
aliens, you've got to contend with 
floating debris - cosmic litter louts, I 
don't know. Nothing changes. And bits 
fall off your ship at the most inconven- 
ient moments, starting with essentials 
like erm... well wings and lasers and 
stuff, Most annoying. At the end of each 
level sits a super alien. Defeating it will 
let you through the gate. Then you're 
given a password so that you can come 
back to the game at any time you want. 

For a portable horizontally-scrolling 
blast 'em up, there's just nothing to beat 
Zendacon. 



THE VERDICT 




CALIFORNIA GAMES 



'0 



Atari/Free with console/Lynx 

>*■ ""V, We're gonna have 
■f— y-f-J fun, fun, fun in the 
erm... sun, sun, sun. 
Dust down your surfboard and 
head to where the sun, sea, sand 
and skimpy swimsuits are at. 
IStreuthl Ed.) In the first event 
you control a surfer through a 
water pipe. Ducking under the 
waves and just generally trying 
to stay afloat is a good laugh, 
but it's even better when played 
against an opponent. 

You can connect your Lynx 
to a mate's via something called 
the Comlynx, It's then possible 
for both of you to participate in 
the same game, the idea in the surfing 
event being to ram and hopefully dislodge 
your opponent. Sterling stuff. 

Skateboarding is another of the 
challenges. The action is viewed at times 
from a distance and at others close up - 
it's here that the hardware scaling really 
comes into its own. So go to it man, 
polish that skater speak. Let's see some 
bio. I wanna see aerials, handplants and 
ollies. And don't you dare get distracted 
by the Betties. 

Next, it's BMX wheelie time. You 
must compete against the clock as well 
as dodging an assortment of obstacles. 




Don, dom, dom, dom... dom, dom, dom, dom... 
dom, dom, dom, dom, dam, dom, dom... Old 
Spite, arm... California Qamms surfing. 

Sprites are large and cleverly drawn - 
when you fall off the bike, your guy tries 
to curl up and protect his head. 

Foot Bagging is apparently big in 
California - well, it must be otherwise 
they wouldn't feature it in the game. The 
idea is to toss a bag back and forth with 
your feet. (I can't think of anything more 
exciting. EdJ 

As a freebie it's fantastic. And even if 
it wasn't free, it would be worth adding 
to your software collection. 




Oxsunk, gxxunk, gnunk - go got 'am 
you big blua purveyor of |usNco, truth 
and tha Robocop way. 

ELECTRO 
COP 

Affari/$39.95VLynx 

^ Replace 'Electro' with 'Robo' 
and you've pretty much 
^■^r*- guessed what the game is all 
about. Okay, so Electro Cop is blue 
rather than grey/black. And he's 
after the President's daughter (no, 
not in hSof way - she's been kidnap- 
ped, see) rather than his murderers. 
In fact on second thoughts the 
games aren't alike at all. 

Electro Cop is a 3D search and 
shoot affair. The strategy element is 
kept down to a minimum, mainly 
because there are so many 
mechanical menaces meandering 
through the corridors that you've 
little time to do any proper 
searching. The graphics are 
excellent; some of the backdrops 
look like they've been ripped out of 
a computer. Because of this though, 
your main character tends to get lost 
in the background. 

Wonderful twists pop up every 
now and again. For instance, there's 
a computer terminal which you can 
access. In addition to providing you 
with information on the robots 
you're likely to meet, it contains a 
games folder. And inside you'll find 
very playable versions of Atari's 
classic Breakout and Asteroids. 
Problem is you can get too hooked 
on the sub-games and forget that 
time is ticking by... 



THE VERDICT /Tl THE VERDICT /Tl 
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ZERO 



'Prices given in dollars since UK prices have yet to be announced. 
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THE SUPER 
SHINOBI 

Supervision (0602 4751 51 )/£40/Sega Mega Drive 




Ye gads! You've encountered the first end-of- 
level guardian. Funnily enough, he doesn't look 
pleated to see you... 



CONSOLE 



yt~ So you want an arcade 
machine in your 
. . , - _ , , house? Try Super 
CLASSIC Shinobi for size. The 
game is brilliant - graphics, sounds and 
payability are leaps and bounds ahead 
of anything on console or computer. 
Forget Shinobi on any other format, 
the Mega Drive version is the business. 
Even the Shinobi coin-op lacks the 
payability of Super Shinobi. 

The three buttons control your 
attacks, jumps and Ninjitsu. The type 
of attack you perform depends on your 
position and distance from a foe. When 
close to an opponent you punch, kick 
or slash. From a distance you hurl 
shuriken. Two types of jump are 
possible - an ordinary jump and a 
somersault jump. Not only can you 
jump higher when somersaulting, but 
you can also spray shuriken to cause 
mass destruction. Yeah, I love itl 

Finally, there's Ninjitsu (a super 
power or strength) which comes in four 
varieties: ikazuchi. kariu, fushin and 
mijin. Ikazuchi forms a shield around 
you which absorbs damage until the 
shield is depleted. Kariu acts like a 

q-fj75 n 



smart bomb and kills 
everything on the screen 
Fushin allows you to 
leap much greater 
distances and mijin is 
another smart bomb- 
type weapon. Mijin has 
an unfortunate side 
effect: your body 
explodes and you die. 

Each level is comp- 
letely different from the 
next; the variety is 
astounding. You encoun- 
ter a number of foes 
including shuriken wield- 
ers, armoured samurai, 
bat-winged men, dogs, 
grenadiers, riflemen and 
nuns (honest). Later 
levels include some powerful martial 
artists and vicious devils with flails. 
Armoured opponents are bad news 
because they're only harmed when 
you hit them in the fleshy bits. 

mm m 
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What's Rambo doing In the picture 
(bottom left)? And how can we get 
out of this mess? 



No wonder; he knew what you had 
In store for him. 

Taking on a horde of little yellow 
men just wouldn't be possible without 
a healthy supply of collectables and 
Shinobi is certainly not lacking in that 
department! Packed away in crates 
you'll find spare weapons, extra health, 
power-ups, bombs and lives. Bombs 
aren't a good thing to find as they 
detonate after a few seconds and will 
damage you if you're nearby. 

The graphics are excellent: 
brilliantly detailed, very colourful and 
masterfully animated. The speed is 
incredible - no matter what is on the 
screen land believe me, there are some 
big end-of-level guardians) the pace 
remains the same. Sound is also 
spectacular, with a different sampled 
stereo track for each level and 101 
different sound effects. Prepare your 
senses for audio/visual overload... 

THE VERDICTjH 
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JAPAN 
WARRIOR 

Micro Media (0698 822055) 

£29.95/ PC Engine 

The oriental theme continues with 
another hack 'n' slay game, this 
time on the PC Engine. Almost as 
soon as you start playing you'll think 
"I've seen this somewhere before" - and 
you'll be right because it looks and plays 
very much like Space Harrier. 

You undertake a mission of mass 
monster mashing and carry with you a 
trusty sword which can be upgraded 
along your journey. Your foes come in 
many shapes and sizes: ranging from 
groping hands and crabs to huge heads 
and Chinese dragons. The dragon is very 
similar to the end-of-level nasty in Space 
Harrier, flying in and out of the screen 
spewing fire balls which will turn you 
brown and crispy if you're not careful. 
Mmmm, delicious. 

The sprites are big, bright, colourful 
and very well animated. Background 
scenery is not so hot though; it's very 
simple and the illusion of movement is 
rather crude - just bands of colour 
travelling towards you. 

As a game it's fine but too many 
elements have been stolen from Space 
Harrier - and not always the besfones. A 
point against it is the difficulty: getting 
anywhere is tricky and there are no 
difficulty levels to help the novice 
gamester. Thankfully you get a password 
once you complete a level, but getting 
there in the first place can be a problem. 
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So much happens so quickly In Japan 
Warrior that It's Impossible to take any 
pictures without everything blurring. Also, 
there's no pause mode - well, there Is, but It 
covers the screen with Japanese 
gobbledygook. That explains the rather dull, 
empty-looking screen... 
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A POWERFUL PACK OF FOU 
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They called International Karate 
'the greatest Karate beam 'em 
up yet' (Commodore User). 
And who are we to argue? 
But ARCHER MACLEAN has 
come up with a stunner: A third 
fighter. An amazing animated 
background. New moves 
(including double head-kick and 
a spectacular back flip). 
Re-mixed music by ROB 
HUBBARD. And balls! 

£ 1987 Archer Maclean 

C 1987 System 3 Software Ltd. 

ATARI ST AMIGA 

£24.99 

DISK 



BIO CHALLENGE 

For centuries mankind has been on tne 
wane ine genes thai each generation 
of humans (, i . , onto the ne»l are 
becoming weaker the human body 
wilt toon become too frail to survive 
Finally. ■ ■ en 1 ■ i ■ r f ■ , i ia have the an * . - 
The* hi..- discovered > revolutionary 
technique to ■• ■■ i tne human brain into tne 
body o' « robot 

the result* of these experiment* are to be 
tested in the OIO CHALLENGE — the 
ultimate ordeal 

Vou area K I IPX -the latest generation ot 
human >ot>ot engineering -an extremely 
sophisticated Human brain In a highly 
manoeuvrable precision -engineered si eel 
body Vour only mission is survival lot the 
human race 

DFLPHIME -. p i ,-,p,p. p 



VOYAGER 

In 1977VoyagerNwas 
launched - inviting all life 
forms in the Universe to 
visit our planer Get ready - 
company's coming. Luke Snayles - 
returning to Earth after completing a 
50 year sentence of "investigative 
exploration* 1 is not a man you'd wish 
to meet. After half a century of 
solitude, he's bored and hungry. On 
Earth the gate crashers are about to 
arrive - they are the ROXIZ. but 
Snayles has got other Ideas - no-one. 
but NO-ONE is going to spoil his 
home-coming party! 
D Ocean Software Ltd 1989 



R TYPE 

Deep in the cosmos, the ultimate ip 
- The Bydo Empire - evil, horrified 
In the dark tecesses of lime and sot 
its teVrilying creatures rewm (he cm 
waging war on the Planel Earlh It* 
desperate battle has just begun A 
pilot of the R-9 fighter plane, it is pa 
mission co crush Ihese interstellar 
monsters using every sophistic died 
weapon ai your disposal Only your , 
and reactions stand between brtMiai 
vktory-and the devastation of Mart 
At last, the arcadr sensation burse 
to your home screen with several st) 
terrains and a compelling scroll feati 
the ultimate in thrilling gamcplay 
** typr" 1 '1967 IRE M Corporation 
IMensed toEleutir Dreams 



Ocean Software Limited - 6 Central Sh 
Manchester • M2 5NS 
Telephone: 061 832 6633 
Telex: 669977 OCEANS G ■ Fax: 061 834I 
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COMPETITION 



NINTENDOMANIA EPIDEMIC! 



OOOO WIN! WIN! WIN! OOOO 



os ten your seat belts and 
secure your dentures because 
the mega succesful video game 
system Nintendo, which has sold 
like chips in a health farm in the 
good ol' US of A, is letting rip in the 
gooder and older UK. 

Already much loved by the likes 
of Tom Cruise, Paul McCartney, Ian 
Botham and Mrs Ethel Cromworthy 
of 32 The Larches, Goring On Sea, 
Sussex, one of these little beauties 
could soon be snuggling up to you 
during the long winter evenings. 
Those embarrassingly generous 
Nintendo bods have given us three 
Nintendo Deluxe Sets plus 10 
sweatshirts - and with a bit of nous, 
one of them could be yours. 

Just to whet your appetite, the 
Nintendo Deluxe Set (worth a knee 
trembling £149.99) consists of a 
control deck that links into any 
television, two hand held 
controllers, a Zapper (a light sensing 
video gun for taking pot shots at the 
screen) and R.O.B. the robot who 
plays alongside you. Add to this a 
smattering of faberoonie games and 
you're left with a prize so good that 
we don't want to give it away. 

10 runners-up are also in for a 
treat, with prizes of sweatshirts so 
stylish you'll wear them 'til they rot 
(or someone makes you put them in 
the washing machine). 
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Prizes like these are not just 
being given away. Well they 
are really, but first you must 
answer a mind-numbingly 
difficult question. The popularity of 
these video games in the States has 
been imaginatively described as 
'Nintendomania'. There are of 
course various other sorts of mania, 
some nice, some not quite so nice 
and some really rather nasty. Now 
□II you have to do is decide which 
mania best describes the pictures 
shown then jot your answers down 
on the coupon nestling at the 
bottom of the page. F'rinstance, if 
you think picture one is a pretty 
good illustration of kleptomania 
then jolly well write down that 
word (after a quick glance in the 
dictionary) next to number one on 
the form. Easy huh? 

When you've 'racked your 
brains', send the coupon in to I'm 
No Maniac Compo, ZERO 
Compos, PO Box 1 509, Enfield, 
Middlesex EN1 1 LQ. What are 
you waiting for? Get manic now!!! 



3 NINTENDO DELUXE SETS 
10 NINTENDO SWEATSHIRTS 
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I'M NO MANIAC COMPO 
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NAME 



ADDRESS 



POST CODE 



RULES 

Employee* o* Denni* OneiKoM c* Nintendo caught enuring will hove lead we-ghti attached to the" mandible* 
L " ■•■ received after 3 1 it March 1 990 v»i* be tcxched 
Ihe £d»tor i decMon )i final, even if he n a man toe 
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BASKETBALL 
NIGHTMARE 

Virgin/£24.95/Sega 

^"Tv, It's basketball like you've never 
seen before, a game against the 
"■-i.-"' weirdest collection of misfits 
VQu'll ever come across. 

First you select one of three modes: 
computer versus computer, human 
versus computer or human versus 
human. Next you choose the play time: 
15, 30 or a marathon 45 minutes. 

You've got six teams to play in 
computer versus human mode. You start 
against the Wolfmen and then proceed 




> 



Thai massive sprit* Is animated, as are 
countless others like It. Basketball Nightmare 
Is stunning to watch and even better to play. 

to the Water Imps, Cyclops, Vampires, 
Witches and finally the Long Nose 
Goblins. It's wickedly funny to watch but 
when you get to play, the joke's 
generally on you because your 
opponents are such skilful players. 

Each basketball game is played away 
- that is, at your opponents' home 
ground - so you get to see some very 
pretty sights indeed. 

Apart from your varying wacky 
opponents and their great prowess at 
netting the ball using some fancy jumps, 
Basketball Nightmare plays like any 
ordinary game of basketball. The 
standard travelling, obstruction and 
three-second rules all apply. 

The graphics are all well designed 
and move reasonably well, though when 
10 players get into a small area of 
screen, things start to flicker noticeably. 
But that said, this is one sports 
simulation you're going to have to get - 
it's just so damn addictive and the 
graphics are stunning. Be prepared for a 
long battle though; the computer teams 
are swines to beat. 
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Your regular dose off indispensable game tips, 
passwords, hints, hacks and generally underhand 
gameplaying methods. 

R-TYPE 



Sega 

Plug both joycards in and hold the 
diagonal on control pad one which 
faces down and to the right, and the 
diagonal pointing up and right on 
control pod two. Hold button one and 
switch on the Sega. Keep everything 
pressed until the R-Type logo appears. 
Start the game as usual and you'll find 
you're armed to the hilt. 
On level four you'll find a screen 
packed from top to bottom with green 
dots; halfway up you'll see a gap in the 
landscape. Fly up and into it to reach a 
bonus level. 

When you're ot the continue screen 
section, move the joypod clockwise to 
receive on extra credit. You can keep 
doing this until you've got 12 credits. If 
you move the joypad anticlockwise 
you'll enter a sound test screen. 

BLACK BELT 

Sega 

The screen flashes blue for a short 
period after the opening titles; if you 
press the reset button when the screen 
turns blue you'll be awarded infinite 
lives. 

ROCKY 

Sega 

Plug in o rapid fire unit into port one 
during the bonus stages and keep your 
fingers on both buttons to build up 
loads of energy. You should be able to 
defeat Drago easily. 

ALTERED BEAST 

Sego 

Hold the up and left diagonal button on 
the control pad while simultaneously 
pressing both buttons. You'll get five 
life bars rather than three. 

DRAGON SPIRIT 

PC Engine 

Press the fire buttons one after the 
other on the title screen. You'll hear a 
clink - start the game as soon as you 
hear this noise. When you lose all your 
lives you'll be returned to the title 
screen, only this time it will have a 
message asking whether you wish to 
continue or not. There are only two 
continues, so use them wisely. 

PACLAND 

PC Engine 

On the title 
screen hold 
down both 
fire buttons 
and press 
RUN. A 
screen 
showing a 
large 

pocman will 
appear. Hold 

down both fire buttons and press RUN 
again. You will enter a setup screen 
which allows you to choose the number 
of lives and provides you with a skip- 
level feature. After making your 
choices, you'll enter a sound test 
screen. Press RUN to continue with the 
game. 




DUNGEON EXPLORER 

PC Engine 

Use the code JMPAN-IIPHI to enter the 
last level with incredible power. 



TROJAN 

Nintendo 

By pressing up and START you'll be 
able to continue from where you died. 

XEVIOUS 

Nintendo 

Shortly after you reach the first wave 
of spinning walls, you'll come to a 
lake. If you shoot bombs into the water 
a flag inscribed with S will appeor. Fry 
over the flag and you'll be oworded an 
extra life. 

Here's how to get past the flying 
fortress. Wait until you ship stops 
moving forward and hit the START 
button to pause the game. Hit START 
again to continue. You'll find that 
instead of having to fight the fortress, 
you can move past it. However, you've 
got to be careful you don't touch it or 
run into its bullets. 

OPERATION WOLF 

Nintendo 

If you shoot all the birds or pigs on a 

level and collect all the boxes towards 

the end, a nine-pack grenade box and 

a Red Cross box will appear. 

On the last level you will need at least 

five grenades for the end-of-level 

chopper. 

Shoot about 2cm above the head of the 
end-of-level character that appears in 
the jungle. This should kill him without 
hurting the woman hostage. When the 
man appears with the flog, keep 
shooting as far down to the bottom 
right as possible to gain a Red Cross 
box before your cursor disappears. 
Before you get to the airport scene, 
ensure you finish off all the other 
scenes. If you don't, the congratulations 
man at the end won't be too happy. 
Simon Burrill, Colling wood. 
RC Pro- Am will be zooming its way to 
you, Simon, for all the great Nintendo 
tips you've sent in. 



GAMES! 
GAMES! 
GAMES! 



Like Simon Burrill this 
month, you too could be the 
lucky recipient of a fabulous 
game for your console. How? It's 
simple. All you have to do is send in a 
good game tip, cheat or mop and hope 
it gets printed. If it does, you'll get 
something special. Don't delay, send 
today to Cheat! Console Action, 
ZERO, 14 Rathbone Place, London, 
W1P IDE. 
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m mortal ■ ty. Legend has il that the secret is Hidden 
in the Throne Room of the Great Castle atop 
^ - Dwarf Mountain at the centre of the land of Anrea. 

Breed a fighting force of dragons and conquer the villages 
of Anrea. Collect taxes and buy magic ingredients from 
passing traders to cast spells. Finally, complete the 
Talisman that guides you to your ultimate goal. 

Dragons Breath. A Fantasy Strategy game for up to 
three people. 
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QUEROR 



Since David McCandless and Paul Lakin are a tad fond of 
getting tanked up (on shandy you understand), we 
generously allowed them a peak at the latest pipeline 
offering in a whole platoon of low-alcohol games, Conqueror. 




Victory to Helmut 'King Tiger' Miiller by two submissions and a KO... 



David Braben virtually fathered 
home micro vector graphics, 
sired space strategy games 
and still had enough energy to 
spawn some impressive explosion 
routines. He broke all the byelaws 
of keeping-revolutionary-ideas to- 

yourself when he wrote Elite (a 
game far ahead of its time). And he 
has again proved his programming 
expertise with his latest vector 
graphics tank-attempt, Conqueror. 

The basic idea of the game is 
control a tank (or tanks) through 
three different games, revolving 
around the central theme of terrain 
warfare. The three games are: 
Arcade - You have the tank under 
your 'control' (I say that loosely) 
while the computer obligingly sends 
waves of bigger and better and 
badder tanks in your direction. 
Killing these paves the way for 
upgrades on your tank. The waves 
are endless, the gameplay mindless 
and the games short. 
Attrition - "A war whose outcome 
depends on which side can last 
longer," says the dictionary. You 
commandier a platoon of tanks: two 
light, one medium, one heavy (and 
one medium rare). Switching from 
one to the other and shunting your 
drone tanks around the map is the 
order of the day. The computer 
starts with less tanks than you but 
gradually evolves into a mammoth 
battalion (that's a 'big group of 
tanks' not a 'collection of pre- 
historic woolly elephants'). 



Strategy - both the player and the 
computer buy tanks on a stringent 
budget. Gameplay is as per usual 
but map fire, spotter planes and 
secondary objectives spice things 
up. A white circle marks the map. 
Following your more tribal instincts 
you must claim this area for yourself 
by remaining in it for 60 seconds 
(and not giving way to any 'pale- 
faces' while you're there). The 
landscape unfolds like a tapestry 
with rolling hills, valleys, houses, 
trees, churches and rivers giving it 
character and colour. You don't have 
a bird's-eye view but more of a 
slightly elevated bird-perching-on- 
nearby-free view. Your tank is at the 
centre and the screen undulates 
placidly in each direction. The 
outskirts of the screen are cut away 



so there's no peeking into the 
distance on this one. Your motion is 
governed by physics, which means 
you chug slowly up slopes and go 
faster down hills while inertia 
keeps you skidding for some time 
after braking. 

The controls of the tank are quite 
tricky for the rookie. Unlike a car 
or other domestic vehicle, a tank 
runs on two individually- 
controllable caterpillar tracks. This 
means there is one key for moving 
the left track forward, one for 
moving the right track back and so 
on. All pretty straightforward - but 
there are also two keys for 
swivelling the turret, two keys for 
raising and lowering the gun barrel 
and a fire button which means 
you're looking at several pairs of 
hands (and perhaps a foot too for 
good measure). 

Luckily, however, you can juggle 
the controls around between mouse 
and keyboard and joystick. You 
can even engage the services of a 
friend to control your turret while 
you drive. There is also the option 
for a computer-controlled gunner or 
driver. This makes the going about 
104 per cent easier and cuts the 
finger requirement down to about 
four (plus pinky). 



WHAT'S WHAT 


TITLE 



PUBLISHER 


Conqueror 
Rainbow Arts 




ST/Amiga £19.99 
PC C24.99 


ST/Amiga/PC 


Out now 



CONQUEROR 
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'Illo mote. You look Ilk* you've got a lucky face. Can I Interest 
this week's specials? The Chaffee, one lady owner, lovely nick, 
about this souped up Cortina? Erm, sorry I mean King Tiger. 
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CONQUEROR 



review 



Paul: Reviewing tank games is 
easy isn't it? I mean you just sort 
of trundle around blasting at 
things a bit then rehash an old tank 
review while waiting tor the kettle to boil. 
Unfortunately this doesn't work for 
Conqueror. By tank game standards this 
is a tadge on the weird side. In fact it's 
pretty peculiar by any standards. 

The action takes place on a strange 
flat world (Drake was wrong after all.) in 
which you and the computer battle for 
supremacy and the computer wins. 
Graphics are interesting but confusing 
loo. Surely camouflage was never 
supposed to stop you seeing your own 
tank, especially when you're in it. 

During the combat sequences all the 
tanks sort of blond into one. There are 
tanks sitting on each other, tanks 
climbing inside each other and tanks 
doing I don't know what to each other. 
(Though I've got a few nasty suspicions.) 

Once you've finally worked out where 
your tank is you've got to suss out how 
10 control it. The controls are pretty 

realistic, what with 



HASTLE 
FACTOR: 2 

Doesn't come 
supplied with 
a spare arm. 



independent tracks 
and the like but if 
God had meant us 
to play Conqueror 
he'd have given us 
more limbs. Even 
when you reach the 
controls they're far from fast. By the time 
you've engaged first gear the computer 
has reduced you lo chippolatas. This 
makes the Arcade option a bit silly. 

The Attrition option, allowing you to 
access a map, is a bit better. Now you can 
see where the enemy are when they 
destroy you. As for the Strategy... well to 
be honest there's not a lot of strategy. It's 
more arcade with frills. 

Conqueror is not without its 
interesting points but the whole is 
definitely less than the sum of the parts. 
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Macca: The graphics are very 
good. The ray-traced mini 
tanks animate fluidly while 
keeping their 'scaled-down original' look 
and dimensions. And the trees, bushes, 
farmhouses and bridges are excellently 
detailed and a joy to destroy or run over 
(you can go all out against the 
countryside in this game). Attention to 
detail is minute. I especially appreciated 
the way tanks scrunch across the fields, 
carving up muddy trails in their wake. 




One more Bosch tin pot to knock out, 
thon wo can collect all the Lego bricks. 

AM the aesthetic details are there too. 
A khaki loading screen and suitably 
'ballistic' title tune which vividly thuds out 
its machine gun samples and heavy 
guitar chords through the Amiga speaker. 
The note of millitary authenticism is 
maintained with plenty of opportunity to 
see 3D tanks rotating about the option 
screens. The instructions are well-written, 
generously outlining every nuance of the 
game, but are padded out with interesting 
details and specs on all terrain armoured 
combat vehicles ('tanks' to you). 

Such a good-looking, welt-researched 
game would be a joy to play, right? 

Well, frankly, no. The problem is that 
most of the country is green. Fine and 
enviromentally aware, you might say. Bad 
and completely annoying, I would reply. 
Why' Because your tank is green too - it's 
so flippin' well camouflaged that even 
you can't see what it's doing! Your gun 
turret just happens to be the same shade 
of emerald as the grass, so you have no 
real idea which direction its pointing in. 
You have to go to ridiculous lengths, 
roving the farmlands for a sandpit or a 
river just so you can see in contrast which 
way you're facing. 

And to make matters worse your gun 
turret is S.L.O.W. We're talking time- 
taken-to-realise-the-Guildford-Four-were- 
innocent slow; we're talking Ali from 
EaslEnders slow. Your enomies have 
time lo invade, to obliterate your tank, 
have a quick game of tank 'tig', mash up 
the countryside a bit, journey to Proxima 
Centuari 4.2 light years away and collect 
some scrapings of fungus from the planet 



there, come back and host a bnng-along- 
a-Sherman party at the 'mess' before 
your turret has even turned one 'minute' 
clockwise. 

At one time, the screen only shows a 
portion of the landscape (if you're still 
'enmeshed' in the earlier tapestry 
metaphor then it's a 'section of cloth' to 
you). The rest is abruptly sliced away. 
This great swath 



HASSLE FACTOR: 2 

Lots of experimentation 
with the controls 
needed before you can 
really play the game. 



of blackness 
around you gives 
your onemies 
room to amass 
unseen off screen 
andthen suddenly 
pile in. projectiles 
er, projecting. You do havo a radar system, 
but it gives no effective idea of 
proximity. Usually the only hint you get 
that an enemy is approaching is the 
plume of smoke rising from your shot-to- 
bits tank. 

Strategy games are great. Arcade 
games are great. Strategy/arcade games 
are greater. Conqueror has tried lo make 
an effort to combine these lovely genres, 
but the resulting strategy is too flimsy 
and the arcade action is too unwieldy, 
and there's no happy balance between 
the two. There's not enough 10 satisfy 
either types of gameplayer. 

A prime objective like an enemy base 
to invade, or a variety of opponents 
(things like planes, helicopters or ground 
troops for instance) would have made a 
more interesting and playable game. 




Terrain courtesy of Milton Keynes 
Road Transport Department. 
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Good-looking but thin tank 
strategy /or code game. Bil 
ropey in the anode 
department, and on the 
strategy side too. 
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1 .5 MB OF GRAPHICS OF WHICH 480K USED TO CREATE THE 
MANCHESTER UNITED FOOTBALL CLUB STADIUM OVER 15 SCREENS 

FEATURES INCLUDE: 

1, FULL ARCADE GAME 

PENALTIES, THROW-INS. CORNERS, FREE KICKS, ACTION REPLAY, SEE 
GOALS SCORED VIA REAL TIME DIGITISING, REFEREE AND LINESME' 

2. MANAGEMENT GAME: 

FULLY ANIMATED ICON DRIVEN. TEAM SELECTION, INJURY LISTS, 
PLAYER STATUS, PLAYER TRAINING. MANAGEMENT REPORT. CUP 
DRAW WITH DIGITISED SPEECH FROM 5TH ROUND, TRANSFER 
MARKET. BUY AND SELL PLAYERS. LEAGUE TABLE 

AVAILABLE NOW: AMIGA AND ATARI ST 

COMING SOON: IBM PC, ARCHIMEDES. KONIX MULTI-SYSTEM. 
SPECTRUM (Cassette and Disk). CBM 64 (Cassette and DiskJ. AMSTRAO O 
ICassette and Disk) and MSX [Cassette). 
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letters 




Have you anything of 
earth-shattering importance 
to get off your chest? Then 
you'd better see a Doctor or 
write to Tim 'I really wanted 
to answer letters for Pig 
Breeders Monthly Ponting, 
ZERO Letters, 14 Rathbone 
Place, London W1P IDE. 
Those printed recieve a fab 
ZERO enamel badge. 

A GREEN LETTER 

Those lucky people who own primers 
soon find out how much waste paper is 
thrown away- Most people just put their 
rubbish in a bin and forget about it. The 
paper is then burnt by the dustmen. This 
creates CO. (carbon dioxide for the thick) 
which of course ruins the ojrone layer. 
The best way of getting rid of your 
printer paper is to stuff it in a box and 
take it down to the dump where it will be 
recycled to be printed on another day. 
Vours Environmentally Friendly, 
Mr Greene, Newbury, Berks. 

Couldn't agree mote. But why is it that 
recycled paper always looks like it's 
been taken straight out of the lavvy and 
dried? Id. 

QUESTION TIME 

Let's get the boring 'Congratulations on 
a fresh and brilliant new magazine' 
(which it is) out of the way and get down 
to some points and questions I would 
like to raise. 

1) The best thing about ZERO is its 
humour, it's probably one of the most 
hilariously (is that how you spell it?) 
funny magazines I've ever read. 

2) The way the actual reviews are 
presented is head and shoulders (I didn't 
know you had dandruff) above the other 
magazines on the market. 

3) How tall is Jackie Ryan? 

4) Is there any way I can get issue one of 
ZERO as I only have issues two and 
three. 

5) Finally, where can I get Rainbow pyj... 
(Snip. Ed.) 

Paul 'No one ever taught me how to 
set out a letter properly because I'm 
a shandy drinker' Wickert 
Sittingbourne, Kent. 

V Too kind, 2} Ooh, you shouldn't, 3) 2' 
6' and shrinking, 41 Back Issues are in 
the Yikes section. 5) From Austin Reed. 
Ha, fooled yout Ed. 



ZERO HERO 

Just a few lines to say how much I really 
enjoy ZERO. I am a self confessed 
computer mag addict and I must say 
that ZERO is by far the best to date. 

The first thing I noticed about ZERO 
was the price. How could a 16-bit mag 
cost the same as a speccy mag when the 
quality of the colour and the thickness is 
far superior? Reviewing a game on 
different formats is a good one. There 
are plenty of times a review is given to a 
game using the best computer which 
often misleads you into buying it. 

The whole magazine is full of 
interesting reviews and the layout sticks 
out from all the others. I look forward to 
the next few issues with great 
eagerness. 

John Cozens, Middlesbrough, 
Cleveland. 

Funnily enough, we think it's definitely 
the best 76-bit magazine around, too. 
Spookl Ed. 

HIGH BIAS 

Is it just me or is yours just another mag 
that'll nearly always give the Amiga 
version of a game a better review than 
the ST version? When Tintin is more or 
less a straight port from the ST with no 
hassle factor, how does the Amiga get a 
better review? If as your reviewer says 
of Dynamite Dux. there is only the music 
to tell them apart, how is it the ST gets a 
lower mark? I'm sure you're aware that 
the ST has no hardware scroll and the 
Amiga has. so if they're nearly the same, 
surely the ST version makes better use 
of the host machine. 

At this point I would like to say please 
don't say that you review each game 
separately for each machine as the 
Strider review would disprove this. 

To finish. I would like to say that 
yours could be a good magazine if you 
iron out the points I make above and I 
will continue to buy it for the next 
couple of issues. If I discover that you 
are still biased towards certain 
machines, there would be no point in 
me continuing to buy your mag as I'm 
sure you realise that if I want bias I 
would buy an ST or Amiga dedicated 
mag. 

Jeff, North Shields, Tyne and Wear. 

Sorry, but you've got the wrong end of 
the armadillo. What makes you think 
that the Strider piece proves that we 
don I review games separately for each 
machine? No comprendo. The simple 
explanation is this - different reviewers 
look at the same games separately on 
different machines. Amazingly enough, 
sometimes they end up coming to 
different conclusions. Shock horror! The 
game is being reviewed, not the 
machine, so hardware doesn't enter the 
equation. We really aren't biased we just 
prefer the Amiga. Only joking' Ed. 



EGON WHO? 

^ After returning from my latest 
space mission destroying the 
evil race of THE MUTANT 
RICK ASTLEY FUNGUS 
BLOBS, I popped into my local 
newsagents mistaking it for the 
chemists but then realised I needed a 
mag. I said to the person behind the 
counter "What computer mags do you 
have?" 

This strange looking woman with 
one eye and a large scar stretching from 
her nose to her ear said "over there on 
that shelf." 

I told her, "I'm looking for an 
interesting, exciting, semelfactive, 
mettlesome, disjunctive..." (Great big 
snip. Ed.) 

She replied, "that's an easy one, read 
a copy of ZERO, the Ziofrods find it 
funny so you should." 

And so from that day on I read your 
magazine. Must go now, International 
Rescue is calling, the planet Octofron is 
under attack from short, anorexic 
Australian dwarfs who kill their prey by 
singing 'I should be so lucky'. 

Cheers ears and out from 
Egon Starblaster, Seaton, Devon. 

What a fascinating tale. At lastl An 
intelligent, informed reader who reads 
dictionaries in his spare time and isn't 
afraid to speak out on issues of great 
import. Ed. 

You've been nicking my letters again, 
haven't you? Black Shape. 
Shut up. Ed. 



SPACE ACED OUT 

Alright, who's the wise guy who put 
Space Ace on the front cover of issue 
three, yes, if you look it's there near the 
bottom of the page betwixt 
Ghostbusters //and The Lost Patrol. 

I looked for what seemed like years 
for Space Ace and you've hidden it, 
haven't you? It can't be you've made a 
mistake? Not excellent ZERO? Please tell 
me where it is. 
PS Keep up the good work. 
SM Baxter, Huddersfield, West 
Yorkshire. 

Erm... ahem.,, well, um, actually it was a 
teensy-weensy cock up. But I'm sure the 
definitive Space Ace review in issue four 
made up for it. And the Complete 
Solution in this ish. Our humble 
apologies for the confusion. Ed. 



WRITE TO THE ED, 

ZERO, 1 4 RATHBONE PLACE, 

LONDON, WIP IDE. r 3 

Star Letter winners I -" I 
receive a ZERO T-shirt! 'i 
All letters win a ZERO badge. 
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NEBULUS 




Hmm, that sounds a bit 
foreign doesn't it? Don't 
worry, the games are all 
quite familiar. This is the 
section where we take a look 
at spanking new formats of 
old(ish) games. So here's this 
month's selection... 

BAD COMPANY 

Logolron/C24.99/Our now 

Paul: Bad Company 
consists of the sort of 
people who say 'mutha' 
instead of 'mother' and will 
need no second invitation to 
drop their trousers and show you their 
battle scars- Yeuch. 

You have to recruit one of these 
lovelies and then select a planet so that 
he can introduce it to the benefits of 
colonialisation. To be honest. I could see 
precious little difference between the 
performance of the characters and the 



Hewson £24.99 Out now 

Paul: Nebulus is about a 
frog which, rather than 
sitting around snogging 
with Princesses, visits 
towers in its submarine, 
climbs to the top of them 
and then blows them up. Don't ask 
me why, frogs are strange like that. 
Getting to the top of the tower, the 
frog has to avoid a 
whole host of weird 
wonders. These guys' 
idea of fun is to push 
him down a flight of 



is not in its graphics or sound. Its 
appeal, or irritant, lies in its 
addictiveness. Three millimetres from 
the top you get knocked down a few 
steps. In trying to recover you slip 
and tumble down to the bottom. Do 
you give up? Do you heckers. 
Instead you think "I know how to 
get past that staircase this time," 

Nebulus is a game you'll love to 
hate and will carry with you all the 
way to your nervous breakdown. 
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stairs or two or even into the seo. 

Nebulus is a puzzling game akin 
to those things you get inside 
Christmas Crackers when you have 
to get five steel balls into tiny holes. 
You loathe it; but you can't resist 
going back for one more go. 

The graphics are strangely effect- 
ive. As you climb the towers, the first 
twinges of vertigo begin to gather in 
the pit of your stomach. At times the 
tower seems to spin of its own 
violition, creating a world where you 
have to run to stand still. 

However the appeal of the game 

PRO TENNIS TOUR 

Ubi Soft/E29.99/Out now 
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planets seemed well nigh identical. 

Colonisation consists of walking down 
a path and killing things. The occasional 
pause to pick up more weapons and 
replenish energy stocks would be wise 
but apart from that it's strictly a case of 
move and shoot. 

Movement ranges from slow to 
sluggish and the sound is 
disappointingly thin for an Amiga 
version. Some of the meanies are quite 
interesting, particularly the walking, 
blinking eyes but not interesting enough 
to sustain interest. Basically this is Space 
Harrier with lead boots on. 



Paul: It's unlikely that Ub 
Soft were inspired to 
develop their Pro Tennis 
Tournament by my antics on 
the court. If they had, they _ 
have produced a sweaty, clumsy game 
which kept falling flat on its face. Instead 
the game they have produced is slick, fasi 
and immensely playable. 

Graphically the game is 
accurate if not perfect. Players 
and officials move extremely 
smoothly (which is important) 
but are very odd colours. The 
sound gives the impression th 
the game is being played on 
wet blanket but that's PCs 
you. Basically Pro Tennis looks 
okay and plays just like a dream. 

But at first it can be a little bit 
daunting. It seems impossible to 
get noar the ball let alone hit it 
and that's on the easiest level. 
However with perseverance, 
and some wise use of the practice option, 
you gradually get into the swing of things 
(sorry). By that time you'll be hooked on 
an excellent and demanding sport sim. 
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GRAPHICS© ADDICTIVENESS © 
SOUND © EXECUTION © 
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Rocket inio the striking realism and spectacular visuals of SPACE ROGUE, the phenomenal 3D space fligh! 
simulation. You'll discover authentic (light dynamics, precision navigational aids and sophisticated weapons 
technology as you maneuver through turbulent ion storms and confront alien foes. You'll visit space stations 
and mining outposts— swapping tales with pirates, drinks with friends and goods with merchants. It's the 
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN 
Cinematic Experience™. 
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We create worlds : 1 



IBM 'COMPATIBLE VERSION 



ISM COMPATIBLE VERSION 



a^l: VERSION 



Available for: IBM/Tondy/compatibles, Commodore (-64/128, Apple II series. Coming soon lor Amiga and Macintosh. 
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For further information on Mindscape products and your local Dealer, contact: 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 545/547. 
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DRAGON'S 

BREATH 

We've been waiting for this one with bated breath - 
Dragon's Breath to be precise. Tim Ponting starts his own 
battery farm as he sinks his fangs into Palace's long awaited 

fantasy strategy game... 




m 

VAX 



One of thoo three Caitlo s.roens. This one depicts the abode of 
Amotrln. the groan beast. Ugly or what! 

Anrea is the perfect place for a 
good-time dragon. Up at 
around lunch time, a leisurely 
stroll down to the egg incubators to 
see how junior's cooking and off for 
a bit of gratuitous rape and pillage. 
If only the master would lay off the 
whip ond those barbarians would 
bog off and stop eating everyone... 

Dragon's Breath gives you a 
chance to manage a stable of winged 
wonders in a quest for the secret of 
immortality. In the centre of its 
fantasy world lies Dwarf Mountain, a 
place more evil even than number 10 
Downing street. Legend has it that 
the throne room contains the secret 
of eternal life. But before you can 
pop over and scoop the 
manufacturing rights for whatever is 
to be found there, three pieces of 
talisman must be found and guarded 
by your dragons. 

Since you only start the game with 
one beastie, it's time to get breeding. 
At the outset, you have 20 eggs, up 
to four of which may be put in the 
incubator at any one time. But as in 
real life, nothing comes free and to 
breed dragons an income must be 
generated. This is done by 
conquering villages and generally 



extending your 
sphere of influence. 
The more 
unscrupulous you 
are, the more dosh 
you'll rake in. 

Dragon's Breath is 
a three player 
game. Alternatively, 
the computer can be 
co-opted to take the 
place of any or even 
all of the three 
central characters: 
Bachim the 
alchemist, Ouered 
the she-vampire and 
Ametrin the green 
beast. The computer 
is a pretty hot 
player, so it's 
probably wise for 
the beginner to play all three and 
deliberately kill two of 'em off. You 
perish when you have no dragons 
and no money - it's a bit like being a 
professional horse breeder without a 
stud and no money to buy one. 

An important part of the game - 
and certainly the most difficult part to 
master - is the casting of spells. These 
can be used to increase your wealth, 
affect your dragons' powers and 
bring fame, fortune or disaster to 
various villages in the Anrea arena. 
Spells are not predetermined, which 
gives you free rein or a headache 
depending on how you look at it. The 
process is phenomenally time 
consuming and complex and 
although you can play without 
casting magic, erm... you'll lose. 



WHAT'S WHAT 


1 TtTLE 


Dragon's Breath 




PRICE 


£29.99 




ST/Amiga 


RELEASED 


Late February 




Tim: At first glance, Dragon's 
Breath is fearsomely complicated. 
You have to juggle dragons, eggs, 
money, pieces of talisman and plan 
world domination alt at the same lime. 
But because every action on screen is 
icon-driven, it's pretty easy to get into 
quickly. Well, erm... perhaps 'quickly' is 
really the wrong word to use, but we'll 
gel to that in good time. 

Boot up and move through the 
stunning opening screens. To business. 
Select the players and you move to the 
Main Game Screen. Each player takes a 
turn before clicking on the egg timer to 
move the action on by a month. 

To plan your turn, click on the player 
icon to take you to your real estate: the 
Castle Screen. Each player has their own 
pad, complete with dragons' lairs, map 
room, library... everything in fact that the 
self-respecling rich oppressor could 
wish for. Take Bachim for example. 
(Preferably somewhere a long way 
away.) This is what the poor dear did in 
Rhintrim ora (month to you* 2045. 

A MONTH IN THE LIFE OF A 
BORED RICH PLAYBOY 

1 st: Up early (midday). Went to the 
library. Checked out my accounts. What 
a smug rich dictator I am. Looked at 
current affairs. Those dratted peasants 
are all at war (whal a surprise, yawn) 
and Xtan has taken hostages. Hold on, 
Dinon's offering a reward for their 
return. (Greedily rubs hands.) 
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Oeehh... a handle-bar bearded wiordo 
wants to sell ma drugs. Just say nat 

2nd: Went to the hatchery. Put an egg 
on the boil, low heat. When he hatches, 
I'll call him Clifford. That way I might 
flog him off to Listetine when he's old 
and decrepit. 

3rd: Went to the lab to cast a spoil. 
Cocked it up as usual but it smelt nice so 
I drank it. Wow 1 

4fh: Visited Calgor in the lair. He 
wanted to go and burn up a few 
peasants but I've got a hangover after 
drinking that gargle blaster. 
SMu Wandered over to the map room. 
Tried to decide who to invade next and 
chose Xian because it'll earn me dosh, 
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Time to put an egg* on the 
V bock burners. The wheel can 
be turned with the mouse to 
increase or decrease the 
temperature. The hotter the 
incubator becomes, the quicker the 
dragon will appear (and the more 
money it'll cost to run the 
hatchery). But it'll be weaker too, 
so you have to decide whether 
speed of hatching or quality of 
final dragon is at a premium. 



Time to give Cliff the chance to 
spread his wings and breathe 
his halitosis all over a bunch of 
puny, insignificant peasants. This 
village looks perfect. Notice all the 
nice half-timbered real estate. Well 
worth grabbing from under the 
noses of the opposition. Might even 
find a piece of talisman... 
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_ After several months of wheel 
twiddling and observation, the 
egg is well and truly hard boiled. 
Ooops, here comes the cutie. Looks 
tike a 'Clifford' to me. 
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WheeelH Easier to fly thaan 
^■r an F-29 Retaliator and more 
fun than exploding ants in the 
garden with a magnifying glass. In 
this sequence you control Clifford 
as he battles his way through the 
village defences and bums up the 
inhabitants. The bigger the settle- 
ment the more they throw at you. 




Wow, dragons grow fast! 
3 Clifford only hatched 25 
seconds agol Moving the cursor 
across the dragon's body calls up 
boxes representing Wisdom, Health, 
Disease, Age, Speed and Strength. 
Let's take a look at Clifford. Erm... I 
think he's a bit stupid. Strong, fast 
and thick. Obviously not yet 
sophisticated enough to take a 
princess back to his loir. 
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j This screen assesses you 
performance during the raid. 
Clifford was rather pathetic. The 
village is largely unscathed, unlike 
Cliff who is. Maybe all that listerine 
knackered his bad breath so he 
ended up spewing perfume rather 
than flame all over the peasants. 

(kdv- Cliffard la Da<M 
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think much of his taste in interiors. 
Needs a new caretaker too. 



red snot or dead. I think I'd put 
money on the latter. Time to get 
back to the hatchery and cook up a 
nice meaty Puff... 



HASSLE FACTOR: 6 

Not much swapping 
but a long pause 
virtually every time you 
click on an icon. Yawn. 



it's not too far away and 'cause I don't 
care for the name. 

6th: A bloomin' trader woke me up at 
10 in the morning and tried to flog me 
dodgy, black market spell ingredients for 
making Clifford big, fast and strong. 
Decided Calgor would get jealous so I 
told him to stuff his Tius up... (Snip. Ed.) 

PLAYING UP 

Okay, so it was a silly diary but it gives 
you an idea of the sort of thing you have 
to do every month. You have to keep an 
eye on current aff- 
airs, accounts and 
spell inventory in 
the library. This 
helps you plan who 
to conquer and how 
much you're likely 
to get out of it. A 

visit to the lair lets you take a close look 
at your dragon's powers and cast spells 
to increase them. You have the 
opportunity to buy ingredients off 
traders (when they call) if you're short. 

Keeping an eye on the hatchery is 
essential. You need to know when a 
dragon Is going to be born and adjust 
the heat according to these 
requirements. But the crucial activity 
takes place in the map room: sending 
dragons on assignmnenls... 

VILLAGE PILLAGING 

The main map shows the whole of 
Anrea. Flags of the three different 
colours show which player owns what. 
At the moment it's just their own castles. 



Assault on Anreo? Piece of 
cake M I've jutt become the 
proud lather of Elliot (ham). 



Clicking on the magnifying glass allows 
you to look at a specific area. Using the 
arrows to scroll around, you can place 
the cursor over villages to see their 
population details. The colour of the box 
around them denotes their race: different 
races wage war against each other. You 
can even click on the village to look at a 
picture of the settlement close up. 

Once you've found a suitable village 
to annexe, you click on the dragon icon 
to arrange a sortie. You have the choice 
of just attacking or of trying to conquer 
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DRAGONS BREATH 
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They can be added through the apparatus on the left: either cut, ground, 
mixed or as they are. In addition, the bunsen burner and condenser 
may be turned on before you bung in the ingredients. 

As you can imagine, the ingredients have different effects depending 
on how they are added. Some may have a negative effect iff ground but 
positive if cut and so on. The same goes for the burner and condenser. 
All the information about effects is collated in the Dragon's Breath spell 
book; and it takes a good 15 minutes to work out a single recipe. 

Each ingredient may be added either as Director or Affector. Director 
material aims the spell at either a village, a dragon, an egg or yourself. 
Affector material determines the characteristics of the spell; for example, 
you may add something to give strength, improve the mind or even 
lessen disease. Most chemicals have both positive and negative effects, 
so you have to balance everything out very carefully. 

One warning: make a mixture too powerful and it explodes... 



and keep the village. 

The actual attack can be handled by 
the computer for you: the easy way out. 
Select how much Zeal you want your 
dragon to use (not much for an attack on 
a tiny village, maximum to conquer a 
large settlement) and quit the screen. It 
doesn't happen straight away; all the 
dragon missions are resolved at the end 
of the move in turn for each player. The 
computer-controlled sequence is nowt 
short of pathetic when it finally arrives. A 
dragon appears at the top left, glides 
across the screen spewing fire and 
disappears off the right. Fortunately, it 
only takes a few seconds: just enough 
time to locate a tinny and crack it open 
for light refreshment 

Alternatively, clicking on the training 
option lets you play the attack yourself in 
the form of an arcade sequence... 

THE BAD BREATH 
SHOOT 'EM UP 

A bit of a disappointment on this front. It 
looks pretty enough, but tho play is not 
stunningly original. The screen scrolls 
vertically, with your dragon flying either 
up or down depending on which way 
you're yanking the wibble stick. The four 
rails of the abacus on the right show 
dragon health, breath power, village 




ly a novel way of clearing rainforests. 

population and tho technological 
sophistication of their defences. Aerial 
objects have to be burnt up at close 
range, the ground detail from a distance 
(dragon breath firing diagonally 
downwards, that makes sense). 

Sinco losing dragons is bad news lit 
takes ages to incubate new ones) it's 
fortunate that you can quit the arcade 
sequence while the going's good, If you 
do die on either computer-controlled 
attacks or the shoot 'em up, you get 
taken to a nifty dead dragon screen 
featuring a bleeding dragon's head and 
an angst-ridden owner. 

TALISMAN HUNTING 

Because you're so busy burning up 
villages, increasing your income, 
countering opponents' activities and 
breeding dragons, there's little 
opportunity to search for talisman 
pieces in the early stages. When other 
players are out of the game, there's the 



chance to send out dragons on search 
missions. The fragments may be in open 
country or villagos, so there's a vast area 
to scour. Once you've found them, you 
need at least three dragons to guard the 
bits of talisman, at which point you get 
transported to the Throne Room, And 
the secret of immortality is... {Snip. Ed.) 

AT THE END OF THE DAY... 

As I explained earlier, at first play 
Dragon's Breath seems vast In scope. 
But it's soon clear what's going on, 
although it never becomes simple 
Unfortunately, the gameplay soon 
becomes repetitive. Every month you 
end up doing much the same: nurturing 
eggs, going on raids, keeping an eye on 
admin and casting spells. Whether you'll 
enjoy the magic system depends on 
your patience. The initial excitement of 
creating recipes soon became a drag in 
my case, but the system at least gives 
infinite possibilites. 

The graphics are bootiful throughout, 
with a conscientious eye for detail. More 
animation would have been good but I 
s'pose you can't have everything. 
(Unless you're Paul Getty. Ed.) Sound is 
also of the quality you'd expect of the 
Amiga: the music is as atmospheric as 




Mmm, It's fflme for some hot hatching. 



the rumblings of the plumbing when the 
heat is cranked up in the hatchery. 

However, there is one major flaw to 
gameplay in Dragon's Breath: disk 
accessing. Virtually every time you click 
on an icon to go elsewhere, it has to 
load all the screen data. It takes between 
about two and ten seconds depending 
on tho screen, but in total you probably 
spend more time waiting than playing 
because it happens so often. Yep, that's 
the price you have to pay for visual 
glory. If you happen to have the patience 
of Job, it may not bothor you. Bui it sent 
me to sleep. "Let's look in the library." 
Click, whirr. "The green book." Click 
whirr... you get the picture - in both 
senses. There's not much disk juggling 
(plus there's a two drive option) but it 
hardly improves matters. 

Strategy buffs will probably enjoy 
Dragon's Breath. And if graphics tickle 
your fancy, it could come high on tho 
shopping list. But if you can't stand the 
waiting, then get out of the hatchery,.. 



THE VERDICT 
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Stunning graphic*, well 
structured gameplay, 
unfortunately marred by an 
infuriating amount of disk 
accessing. 



ZERO 




THIS DISK WILL 
GIVE YOU 
HOURS OF 
FUN 



THIS DISK 
COULD GIVE 
YOU 6 MONTHS 
IN PRISON 



If you Pirate Software you are 
a thief. Thieves wi 
be prosecuted. 



THIS CAMPAIGN IS ORG ANISEO BY 




EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 



Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6756 




PIRACY 
IS THEFT 



I OCEAN ST, AMIGA 
OR PC GAME OR 
• ZERO HERO T-SHIRT! 



Get your hands on a superb Ocean game on ST, Amiga or PC by taking out a TWO YEAR 
SUBSCRIPTION to ZERO. You'll also get 24 copies of the best 16-bit and consoles games mag 
around (plus any FREE cover-mounted disks) for a measly £35.95. That's just 46 pee on issue 
after you've deducted the value of your FREE game. Bit broke? Then go for a ONE YEAR SUBSCRIPTION 
to ZERO for £19.95 and a fab FREE ZERO HERO T-shirt worth £5.99. So fill in the coupon NOW! 



1 YEAR SUBSCRIPTION 2 YEAR SUBSCRIPTION 



Get a Zero Hero T-Shirt 

WORTH £5.99! 



Choose from any of these SIX games! 

WORTH £24.99! 



ST & AMIGA 



ALL FORMATS 





Operation Thunderbolt F-29 Retaliotor 




Lost Patrol 



The Untouchables 



ZERO SUBSCRIPTIONS 



• Please tick appropriate boxes: 



ONE YEAR 

J UK only 

_l Europe & lire 

_l The World 



£19.95 
£24.95 
£29.95 



TWO YEARS 

J UK only 

J Europe & Eire 

_J The World 



£35.95 
£45.95 
£55.95 



• I'm a bit of a miser at heart so I've gone for the 
one year subscription. I'd like a ZERO HERO T-shirt In 
the following size: 

J Small J Medium _j Large J X-Large 



the Ocean game and format I'd Nice Is: 

_J The Untouchables j Batman _i Chase HQ 

_J Operation Thunderbolt _) F-29 Retaliotor _| Lost Patrol 
J ST _| Amiga J PC 

• Your new gome wt|l be sent separately from your first copy of ZERO so 
please be patient. 



J I enclose a postal order/cheque for £ made payable to Dennis Oneshots Ltd. 

J Please charge my _j Access J Visa Am Ex _j Dinars Club Card number... 
NAME SIGNATURE 
ADDRESS 



POSTCODE 



TEL NO 



Send the completed form to: ZIRO Subs DPI, PR 1 1 POST, Miuhom, Surrey, CR4 OAR. FREEPOST is only avoiloble in the UK. Overseas 
readeri muit send the form lo Subscription Department DPI, ZIRO, 1 SO- 1 26 Lavender Avenue, Mltcham, Surrey CR4 3 HP. 

RIF J J J J J J J J ZERO 004 



-When you take out a one or two year subscription to ZERO or grow your toenails two foot long. 





HAVE YOU THE RIGHT STUFF TO BE A FULL METAL PILOT ? 



■piULL METAL PLANETE. 
^ 8:54 am. You will have to 
X prove that you are the 
Cobra Steel Company's best 

pilot... 

Your mission : land your spa- 
ceship, get a maximum load of 




spaceship bursting with ore. 
Under your command a whole 
steel armada : barges, attack 
boats, lanks (amongst them 
the famous T99 known as the 
"Big Heap"), transporter crabs 
and the unique "Weather 
Hen". This extraordinary 
machine, the technological 
pride and joy of Ludodelirium 
Motors & Co., is able to trans- 
form the ore into material. Not 



get stuck or your tanks flooded 
in the next turn ! 





C i previous campaign, this attack boat gol 
nundedonareel mwisiiabanUuned "The 
•k goes lirsi!* 

ore, disintegrate or get hold of 
the precious equipment of the 
rival companies and, if 
possible, capture their own 





laied hy the hiyh l<dv with its defenders 
neutralized iho "Delirium galaxy" may be 
your nexi victim 

only that, it also foresses the 
changing tides. On Full Metal 
Planete ignoring the rising tide 
means foolha r dines s. How 
easily your attack boats could 



Free gome piece enclosed 

It is imperative that you lift off 
before the Big Flood, announ- 
ced for the 25th tum... Ground 
contact in 50 seconds. Wel- 
come on Full Metal Planete! 
Action, fights, stategy and 
diplomacy in a fantastic Sci-Fi 
world where up to 4 players 
(humans and robots) affront 
each other in a thrilling compe- 
tition. 

The computer plays not only 
the part of e referee but also 



qh <i (utu'l 19 desire- 
the TATOU Censor 





The RILL METAL PLANETE'S pack mule is 
the barge which can transport ore ano vehi- 
cles. 

offers you adversaries who 
are always available : 6 robot- 
players each having their own 
character, but they are all pro- 
grammed for a sole aim : beat- 
ing you ! 

Furthermore this game con- 
tains a graphic tool to create 
your company's blazon and 
strategical problems for you to 
solve in order to get trained. A 
superb adaptation of the board 
game in the style of the games 
created by the Cobra Soft 
team : Bertrand Brocard and 
Roland Morla. 




A situation overview appears on ihe radar 
screen beware or threatening "Black Star" I 
ui <w alliance? 



What abn 



Stuck in the mud I This venturesome crab hai 
been surprised by tfw flood and can or.Iy 
hope Uh ihe next tew bde 



Available on ATARI ST & STE - AMIGA - PC COMPATIBLES 

NFOGRAMES- 




ST 

MICROSOFT 
WRITE 
C49.95 



MAIL 
ORDER 




ST A' 
V.I.P JERS 1 
PROF. ZE 
£29.95 (5 



6 BOND STREET, IPSWICH, SUFFOLK IP4 1 JB 



MAIL 
ORDER 




5A DOG'S HEAD STREET. IPSWICH, SUFFOLK. (RETAIL) 




VISA 36A OSBORNE STREET, COLCHESTER, ESSEX. (RET* 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 



ATARI HARDWARE 



AMIGA HARDWARE 



ATARI 520 EXPLORER PACK 

1 game, mouse, manuals, basic and 
languagedisc 
£269.95 



ATARI 520 POWERPACK 

20 games, business organiser, 1st basic, 
music maker and joystick 
£349.95 



1040 STE 

Enhanced 1040 ST 
£449.95 



ATARI SC1224 

Colour monitor 
£299.95 



AMIGA 500 BATMAN PACK 

Batman (The Movie), Interceptor, NZ Story, Deluxe Paint II, Mouse 
Modulator and Manuals 
£369.95 



AMIGA500 + 1084S 

As above with Batman pack and 1064s. Colour monitor 
£599.95 



AMIGA 500 CLASS OF90 PACK 

Deluxe Paint II, Superbase Personal, Maxiplan A500, 
Doctor Midi recording studio Datel MIDI interlace, Publishers choft 
BBC emulator, interceptor, Amiga logo, 103.5" discs, mouse mai 
disc box and education support file from Commodore 
£529.95 



C1900 

Monochrome moni 
£99.95 



or 



ATARI SM124 

Monochrome monitor 
£99.95 



EXTERNAL DRIVE 

Powerdrive 

£79.95 



ATARI MEGAFILE30 

Hard drive 

£449.95 



1084S 

Colour monitor 
£249.95 



512K EXPANSION 

+ clock card 
£99.95 



EXTERNAL DRIVE 

Powerdrive 
£79.95 



A590 HARD DRIVE 

20 meg hard drive 
£369.95 



ATARI MEGAFILE60 

Hard drive 
£599.95 



PRO SOUND DESIGNER GOLD 

Sound sampler 
£49.95 



VIDI 

Videodigitiser 
£99.95 



MINI-GEN 

Merge computer graphics with live video 
E113.B5 



VIDI 

Real time videodigitiser 
£99.95 



DATEL 

MIDI interface 
£34.9 5 



PC ENGINE 

16 bit games machine(scart version) 
£199.95 



PRO SOUND DESIGNER GOLD 

Sound sampler 
£49.95 



SEGA MEGA DRIVE 

16 bit games machine 
£199.95 



ALL OUR HARDWARE INCLUDES VAT AND FREE DELIVERY. UK MAINLAND ONLY. 
NEXT DAY DELIVERY BY ARRANGEMENT MOST WORKING DAYS 



ST 
BASIC 
E9.95 



JOYSTICKS 

Cheetha 125 £6.99 

OS turbo £7.99 

Cheetha Starprobe £1 1.99 

Euromax Racemaker £24.99 

Pro 5000 extra glo green £1 2.99 

Euromax Prof. 9000 £1 1 .99 

Pro 5000 extra glo red £12.99 

Konix Navigator £11.99 

DISC BOXES 

3.5 40 holder tockable £5.99 

3.5 80 holder lockable £7.99 

5.25 50 holder lockable £4.99 

5.25 1 20 holder lockable £6.99 



PERIPHERALS/DISCS 



DISC BOXES WITH DISCS 

3.5 40 holder lockable with 

10 3.5dsdd discs £12.99 

3.5 40 holder tockable with 

20 3.5 dsdd discs £19.99 

3.5 40 holder lockable with 

40 3.5dsdd discs £33.99 

3.5 80 holder lockable with 

10 3.5 dsdd discs £15.99 

3.5 80 holder lockable with 

40 3.5dsdd discs £35.99 

3.5 80 holder lockable with 

80 3.5 dsdd discs £55.99 



DISCS 

QTY 10 

3.5 dsdd 7.99 
3.5 dsdd 
(SONY) 11.99 



20 

14.99 



50 1K 

34.99 59.5 



22.99 54.99 



PERIPHERALS 

Replacement mouse 

+ mouse holder + mouse mat £29.9: 

Four player adaptor £5.9: 

Joystick extender „ £59: 

Mouse mat £4.9: 

Dust cover £4 

ST 

SUPERBAS 
PERSONAl 
£29.95 



MAIL 
ORDER 




..£29.95 
. .£5.95 
....C5.95 
... £4.95 

ST ^ 
ERBASE 
iSONAL 

29.95 



6 BOND STREET, IPSWICH, SUFFOLK IP4 1JB 



MAIL 
ORDER 



MUSIC X 
£199.95 




SA DOG'S HEAD STREET, IPSWICH, SUFFOLK. (RETAIL) 




VISA 36A OSBORNE STREET, COLCHESTER, ESSEX. (RETAIL) 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 



Sin Gear— , r 

10 Pool 

kdokJas Golden Shoo 

Atierad Beast 

It 
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Action Fighter 

Action 1 or2<cornpilaHO" 

Mw At oi Wat 

Aquaveniuta _ - 

Astern 

Mel's Ma Homme* 
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fi*n*ian II (Palace) . .. 
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BanWik Knights 

Battlecness 

Salman (The Movie) 
6e>ene> Mills Cop . 
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eioodwych 

Sisodwych (data disks) 
Blood Money 
Beach Volley 
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Ml Wamor 

Bad Company 
Battle of AuBtralllt 

Bobo 

C-ias« HO 

Cnaos Smkes Back 

Cutis Warrior 

California Games 

Gat* 

Conflict Europe 

Com menial Circus 

Crartots of Wrath 

EMhi_t- 

Coveiie 

'■■■iv- 

Ccmmando 
Chambers ol Snaoiin 
"N-svnasif MOO 

Damoclei. .. 

Darkude 

Oar of ihe Pharoah 

Dragon Nm|a. .. 

Dungeon Masiet. . .. 
Ciungeor. Master Editor 

Dreadnought 

Demons Tomb 

DM Mart 

D'acon 5plnl 
Dark Fusion 

>a«>an 

Dynamite 0u» . 
Double Dragon II 
3cc» of War 
Dragons of Flame 
:>ynann: '-".m; i 

EM* _ 

Epoch 

E>* of Hercules 

Eft df Hofue— _ „ 

rush Dragon 
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'lSSleallh Fighter 
f tft Corneal Pilot 
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; 4iro Mission Disks 
fartari Formula One 
'fgolten Worlds 
E iMitan«r ol tne Year 

[ a»t Lane 

'rantenstein 

mtufe Wars 

'ijjntmo Soccer . . 
•"*ne.sh Freddy , 
FtgMer Ben Dei 
Gauas Super Soccer 
Gemini Wing 
.■■■hi Gnosis 
Giants (compilation) 




Goidregons Domain 
Grand Monster Stam 

Gnm Blood 

Gncstbuatem II 

G unship 

Games Summer edition 

Greenpeace 

Garry Une*e^S S Skills 

Gore ™ 

Galaxy Force .... 

Highway Patrot 

Hillstar 

Heavy Metal 

Hard Onvinn 

HATE 

Hounool Shadow 

HoiShol- , 

Indiana Jones (Lucas Films) 
Indiana Jones (US Gold) 

Iron Lord ■ ,. 

Ivan he*. 

InlechOn .. ■ 

Iron Tracker 

Infestation 

Interphase 

international Ainieiics 

it Came From Tne Desert 

Jack Boot 

Jack The Flipper 

Kenny Dalglisn Socce' Mate" 

KuH 

Kick Oft™„™ 

Kick Off Exits Tim*. 

K<Y3W 

Keet The Thtel 

Killing Game Show 

Kmghtforce 

Laser Squad 

Legend of Orel 

Licence lo Kill 

leisure Suit Latry It 

Lighllorce (compilation) 

Lombard P. AC Rally 

Lords of the Rising Sun 

Last Nlnfa II... , 

lost Patrol 

Liverpool 

Lancaster 

Lasl Slunlman 

Manchester Uld 

MeVc Man s ion — 

Microprose Soccer 

Mr Hell 

Max Johnson 

Murder in Venice 
Mat"* Marauders 
Moon walker 

Ninja Warrior 

New Zealand Story 
North and South 

Neuromancer 

Nevermind 
C—i "ijn 
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'999 



1599 
1299 
1699 
1399 



■ft 99 
13 99 
1599 
•299 
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1399 
10 99 
1599 
1599 
1299 

15 99.. 

16 99 



15.1 



13.99 
1599 
13 99. 
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1299 
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Operation . rtioil 

Oriental 

Onslaught 

Owe _ 

Paperboy*-——. _,, 

Pinball Mafic . 

Pohce Quest II 1699 

Pools ol Radiance .... 10.99 

Populous.,.. IBIS 

Populous (dale disks) 

Powerd'ome. 

Precious Melal (compilation) 
Premier Collection i a 2 (compilation) 
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Pro-loumarrwi Tennis 

Player Manager 

W 
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I Shot 



999 
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Panic Slat-on 

Quartz 

Quarter Bach 
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Red Heal 
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Rick Dangerous 

Ro&ocop 
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Run TheGaunilet 

R V f Honda 

Red Storm Rising 
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Risk 

Rally Cross 

S.E.UCK. 

Space Savage 

SlanrekS — 

Stry* 

Si rider 

Silkworm 

Skweek 
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Soeedoaii 

Sieve Oavis snooker 

S T O.S 

Story So Far < (compilation) 

Siory 5o Far 3 (compilation} 

Slum Car. 

Shinobl , 

Slreel Figniing Mart 

Scroll 

Swoid of Twilight 

Slarwars (compilation).. . 

Shufflepuck Cate 

Super Scram Die Simulator 

Super Wonderboy 

Skid* 

SHptisad 

si.-.-- n.- lh- 

Soidier 2000 

Slayer 

Stormiard 

Shadow ol tne 
Star Blare 
Super Qui met .... 

Sim &ty - 

Saiht and -■-■v-i- .... 

Seven Gales of Jamnaia 

5Dace Ace.... 

Star Command 
Stellar Cmsade 
5uper Cars 
Switchblade 
Triad II (compilation) 
Test Dnve II 
TV Sports Football 

Trivial Pursuit |Fami|y Edition) 

Take em Out _ 

TtnlWl . — — 

Thnll Time Platinum (compilation) 
Terry's Big Adventure 

Trwia , 

Track Attach 
TutDO Outrun 
Ultimate GoM 
Ultimate Darts 
Untouchables 
Universe III 
UMS If 
Ullima V 

Vigilante 

Vernmalor 

War m Middle Eartn 

Waierioo 

WEC LeMans 

Waip _ 

Winners icompilaHoni 
Wings o' Fun^ 

XenophoDo 

Xenon II 
Cyt ita 
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DELUXE 
PAINT III 

£59.95 




Cheques and Postal oidere payable lo SOFTSELLERS. Post & Packing Freo rn UK 
Overseas fi 50 per Hem. Subject to availability and pnee change wilhout notice. Not all lltlos released at time ot going | 0 press 
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DELUXE 
VIDEO 

£59.95 



review 





Do you know how many people now own a Risk set? Well 
nor did we but someone once told us and we were surprised. 
Paul Lakin packed his Wilfred "Happy" Owen Book Of 
Poems and Bully Beef and trolled off to conquer. 





Risk is a pleasant 
surprise as a 
strategy game in 
that it's extremely 
easy to play. The 
board takes the form of a map of 
the world, with players taking it in 
turns to place their soldiers on one 
country each until all are occupied. 
Then players reinforce various 
garrisons until they've used up all 
their forces. The wrong decision on 
troop placement in these early 
stages can mean the war is lost 
before it even starts. 

Once battle has commenced then 
the aim is to overrun everything you 
don't already own. But this is not a 
time to throw caution to the wind. 
Seizing a whole continent may boost 
the number of reinforcements you 
receive at the end of your turn but 
might stretch your armies so thinly 
that you're vulnerable to ■ 
the counter attack. One *^ 
moment the world is 
within your grasp, the 
next you're having to 
make do with a small 
retire-ment cottage on 
the East Sussex coast. 
War is cruel. 



WHAT'S WHAT 





Risk 



Leisure Genius 



Amiga/ST El 9.95 
PC £24.95 



ST/ Amiga/ PC 



RELEASED 



Mid February 




HASSLE FACTOR : 2 

Keyboard cursor control is a mite 
fiddly at times. 



Paul: There's nothing I like doing better on a morning then 
dabbling in a bit of world domination. Unfortunately, the price of 
a large modern army can be rather prohibitive these days and the 
bank has refused to cash the cheque I wrote for 35 armoured 
personnel carriers. Since then I've had to confine my world 
conquests to the Risk board. Then t heard it was being converted 
onto 16-bit. Gimmee. gimmee I cried. (He's greedy like that. Ed.) 
Risk is probably not the most demanding game ever put onto a 
computer. After all. logically it's not many stages up from computer chess and less 
graphically demanding. However there's more to conversions than just the rules. It's 
important to capture the spirit as well as the 
rules of a game and fortunately Leisure 
Genius has managed to do both. 

The screen is an accurate representation 
of the Risk board with a world map that's 
designed for payability rather than geographic accuracy. Even in the great days of the 
British Empire, I'm sure dear old Blighty was never that big. 

Risk is more than a game: it's four or five games, actually. Players have a choice 
of US or UK rules and a long or short game. You even have the opportunity to 
constuct your own version of the rules, mixing US with UK. long with short and 
adding a littlo dash of yourself. Shake thoroughly and stand well back. 

To make it all more interesting, particularly when playing against the computer, 
Leisure Genius have added a neutral player. This fence sitter starts off with one third 
of the territory on the board but plays only a defensive role. It'll never attack your 
torritory but will fight to the death to defend 
its own. If at the start of a go the neutral 
player is entitled to reinforcements because 
of the land it holds, you and your opponent 
take it tn turns to place them. So you can use 
the neutral player to block your opponent's 
advance, or your own if you're not thinking. 

Apart from this useful addition, the game is a faithful reproduction of the original, 
so what's the point? Obviously writing the number of your soldiers is more 
convenient than trying to balance 75 little bits of green plastic on a map of Iceland. 
Conversely its a lot easier (and more fun) to say "Ha-ha I'm attacking China from 
Slam, prepare to eat mud, pig dog" than fiddle about with the cursor trying to select 
the right country. But sadly a computer generated dice throw is strangely dull 
compared to watching a wooden cube rolling across the table, onto the floor and 
getting stuck in the soggy dog biscuit under the side board. 

Although the computer game offers little that you can't already find on the board 
game, this is undoubtedly an excellent conversion, capturing the spirit and the 
strategy of the original. 



INTERESTING RISK FACT 

A silly group whose name begins 
with R, quite possibly the 
Ramones, once recorded a song 
about Risk. It wasn't terribly good. 



GRAPHICS tj) flDDI CTIVENESS <T) 
SOUND (J) EXECUTION <J) 





Africa, South America, Southoi 
Europe. Mine, mine, all mine! 



Oh, dear. Well, we'll just have to 
tight them on the beaches, I suppose 



70 



ZERO 



[1 50 pe 
£2.50 pe 
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VMIG A 
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RIVHijA 


ACTION FIGHTER 


1999 


1999 


1 JONES LAST CRUSADE 


15.99 


1599 


ASTERIX 


1999 


1999 


IT CAME FROM THE DESERT (Imeo) 


2399 


BATMAN THE MOVIE 


1599 


1999 


OMEGA 


19.99 


1999 


BEACH VOLLEY 


1599 


1999 


P47 


1999 


19.99 


BEVERLEY HILLS COP 


1999 


19.99 


PICTIONARY 


19.99 


19.99 


BOMBER 


23.99 


23.99 


POWERDRIFT 


1999 


1999 


CABAL 


1599 


19.99 


RO LLE RCOASTE R RUM BLE R 


1999 


1999 


CONTINENTAL CIRCUS 


15.99 


1599 


SCAPEGHOST 


15.99 


1599 


DAYS OF THE PHARAOH 


19.99 


1999 


SILKWORM 


1599 


1599 


DRAGON SPIRIT 


15.99 


1599 


SIM CITY 


2399 


2399 


EYEOFHORUS 


1999 


1999 


SPACE ACE 


3596 


35.96 


GALAXY FORCE 


1599 


1999 


STARWARS TRILOGY 


1999 


19.99 


GAZZA SUPER SOCCER 


1999 


1999 


THE CHAMP 


1999 




GEMINI WING 


1599 


1599 


THE UNTOUCHABLES 


1599 


19.99 


GHOSTBUSTERSII 


1999 


19.99 


WEIRD DREAMS 


2099 
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THE PRICE 1$ RIGHT 




BARGAINS! BARGAINS! BARGAINS! Sean Kelly 
checks out three of the latest goodies to appear 
on the shelf labelled 'rather good games with a 
somewhat diminutive price-tag'. 




ADVANCED SKI SIMULATOR 

Code masters/ £4, 99 r 

This one's a sort of 'budget f£, 
re-release of a title that 
was supposedly 
budget in the first place 
but was a bit too dear (or 
budget in the end'. Got that? Well, it came 
out on Amiga about a year and a half ago 
but at C14.99 wasn't much of a bargain. 
Now it's on ST as well and it costs a fiver! 
There. Much clearer. 

As you've sussed from the title, we're 
talking about a skiing game here. It's 
downhrll slalom racing all the way 
against the computer or a friend and 
unfortunately there's not much else to it. 
Advanced Ski Simulator is playable and 
a tiny bit addictivo. but it's almost as if 
the Codies have taken a single event 
from an Epyx title and put that on sale; 
there's just simply not enough here to 
keep you coming back to it and interest 
wears off very quickly. 

Clever graphics, good sound but 
ultimately not enough variety and 
gameplay to get you hooked. Pity really, 
'cos there's nothing I like better than a 
good night out on the piste. 





Anal.! Feel the wind in your hair! That 
refreshing Alpiney smell as the forest 
whines by. Why, close your eyes and it's 
almost as if you were at home in the bog. 
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OVERALL SCORE 



Blimey! The cramp is playing up. Perhops 
I'll stop off at that rather good hostelry on 
the way down. Don't like the look of the 
cops by the danger sign though. 



ALADDIN'S 
LAMP 



MAGIC 




New Line Software/£9.99 

Now correct me if I'm 
wrong, but we've been a 
bit bereft of software from 
Norway recently. Not 
exactly a hotbed of rabid 
coding, to be honest. Now it's become a 
sort of lukewarmish bed of coding with 
the formation of New Line Software. 
Aladdin being their first release. 

It's a horizontally scrolling shoot 'em 
up. in which you control Aladdin's lamp 
(don't ask me. I don't write the scenariosi 
as it blasts away aiming to rescue some 
princess. Graphics are a mixture of 
raytracing and the more usual sort of 
sprites and surprisingly the mix works 
well. The backgrounds are universally 
dull, but this doesn't make much 
difference to the gameplay. Sound 
comprises a few chunky samples which 
unfortunately are really nothing to write 
home about. 

Definitely a budget product, the 
game is unusual and has it's share of 
niggly problems. That said, Aladdin is 
also addictive and certainly a passable 
way of wasting a few hours. 



OVERALL SCORE 
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TREASURE ISLAND DIZZY 




72 



Codemos tors £4.99 

Dixzy is, you may be 
mildly interested to 
know, on egg with legs 
and a facile grin. After 
taking a trip with Long 
John Silver Cruises, he finds himself 
in eggxtle, stuck on an island with 
not even an Egg Friday for company. 
Being an eggstrovert, he doesn't 
want to be alone forever so he 
begins to plan his eggscape. (That's 
enough egg yokes. Id.) He notices, 
however, that there are gold coins 
scattered across the island and being 
a greedy eg... (...Snip. Ed.) he 
decides to blag as many as possible 
before making good his escape. 

First things first though and I'll 
begin by refuting the daft quotes 
which the Codie munchkins insist on 
putting on all their packaging. 
Treasure Island Dizzy does not, as 
the box claims, have 'probably the 
best graphics, sound and gameplay 
you will ever see on the Amiga or 
ST'. The graphics are cartoony and 
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certainly well drawn, more than 
adequate yes, but not stunning. 
Similarly sound is good enough, but 
nothing more. Gameplay fares better 
however, because Dizzy is actually a 
pretty good arcade adventure which 
can trace it's roots all the way back 
to Jet Set Willy. 

It's got its annoying parts, like 



just one life which means you've got 
to solve the whole thing in one go or 
begin right at the start when you 
die. And you know what a pain this 
is. You will also often be killed 
without any warning whatsoever, 
which is just as annoying. 

Not bad for a fiver and no doubt 
younger 16-bit owners will get more 
than their money's worth from it. 



OVERALL SCORE 
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Gravity designed and 
programmed by Ross Goodley. 
Visuals by Pete Lyon 

Not for distribution to the 
Republic of South Africa 
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Bit of a spesh this 
issue. Every year the 
Amusement Trades 
Exhibition 
International takes 
place in London and 
all the newest coin- 
ops are on show to 
distributors, some of 
them months before 
they hit the arcades. 
Sean Kelly spent a 
day checking them all 
out on free play. 
Journalism can be hell 
sometimes. 
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The fiff-down version of tins Of firm, 
with the totally brilliant double- 
handed machine gun. This one Is 
going to bo absolutely massive when 
It hits the arcades. 

It's been said that there are only 
about three arcade game types in 
the whole world. I suspect that these 
categories could be identified as 
'gimmicky', 'derivative' and 'crap' - and 
they all turned up at this years ATEI 
show. Loads of companies were 
showing new machines, so this is just a 
quick guide to some of the biggies and 
some that are tipped to be the money 
grabbers this summer. 

The best game at the show is a new 
SEGA game called Lin* Off Fir*. Put 
simply, it's an Operation Thunderbolt 
derivative. Personally I thought that Op. 
Thunderbolt had done all that could be 
done in this style, but Lin* Ol Fir* 
goes about ten steps better. It's a two 
player jobbie and there are two basic 
models; firstly the sit down version 
(pictured) with those totally brilliant two- 
handed machine guns with unlimited 
bullets and five grenades; secondly, an 
upright model, with the more usual 
Thunderbolt style machine guns. 
Forget the plot and everything else 



because it's irrelevant. All you need to 
know is that there's absolutely loads to 
shoot and as fast as possible. There are 
some fantastic graphics and sonics 
throughout the game. There are also, 
perhaps surprisingly, some rather 
excellent original ideas thrown in. I can't 
recommond it enough to any arcade 
freaks; it's awesome. It's going to be 
massive, probably the biggest game this 
Summer and almost as certainly a 
massive 16-bit hit next Christmas. 

Sega were also showing Shadow 
Dancer, a pretty impressive Dragon 
Ninja type game in which you are aided 
in bashing the terrorists at an airport by 
a massive dog/wolf animal thingy that 
turns into a puppy every time it gets a 
good kicking. Derivative but good fun to 
play, it will have its fair share of 
followers. A new game called Bloxeed 
was also being shown by Sega, which 
was a pretty dull Tetris rip-off with, as far 
as I could see, no redeeming features. 

Atari Games were showing two 
machines which are brand new in the 
U.K. The best was KLAX another 
variation on the Tetris theme. There are 
fivo 'lanes' down which coloured bricks 
tumble randomly towards your 'flipper', 
which can hold about four bricks at a 
time. The coloured bricks must be 
flipped onto one of five stacks and 
certain configurations formed to score, 
for example, three bricks in a row either 
diagonally, vertically or horizontally. 

Once a formation is achieved, the 
bricks in that formation will disappear, 
leaving you more room - prBtty much 
like Terns. Bonuses are awarded 
occasionally, depending on how few 
bricks you have in your stacks. It was too 
much like Tetris for my liking but no 
doubt it will develop a cult following just 
as soon as it hits the arcades. 

Atari were also showing Badlands 
which is very much like an enhanced 
version of Super Cars, the Gremlin game 
reviewed in the last issue. Like 
Supersprint r it really comes into its own 
with two players, but other than that I 
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didn't think there was anything too 
special about it. 

The Konami biggies this year were 
Aliens and Gradius III. Allans (the 
game of the movie) is a horizontally 
scrolling shoot 'em up, with a figure 
strolling along blasting everything that 
moves. He (well it didn't look like Ripley 
to me, that's for sure) is attacked by 
loads of fully grown aliens, plus the little 
scuttley face-sucker ones. At the end of 
each section of course there's the 
massive monster, the first of which 
chucks alien eggs at you. It's brilliant and 
has some really nice touches. This is 
another one which will be huge in the 




KIom, already snapped up by Do mark 
before It'l avert hit the arcades, has 
one visiter puxillng. Fortunately he 
has a glass el, arm... water an hand 
te ceel him dawn. 



GWP - the safe way to race 'a la Barry Sheene'l 

arcades and sounds to me like the plot of a movie's 

absolutely massive been cribbed... 

when it hits the Another game which was being 

home machines. tipped by many to be amongst the big 

Gradius III was a money earners this Summer was Final 

little disappointing, Fight, the latest beat 'em up from 

et^lteCotVP which to be honesI ' bein 9 Capcom. Personally, I didn't like it much, 

was at the show. for mv mone V a there being nothing spectacularly 

fairly unspectacular original about it. That having been said, 

brilliant. R-Type derivative, it it was attracting an enthusiastic crowd 

had some good and I don't expect that it'll be any 

original graphics but was let down by different in the arcades, 

dodgy gameplay. That said. I'm sure it Puxznlc. by Taito, also seemed to 

will develop a large following. crop up all over the show. It's a puzzle 

Another game which will have its game which I must admit I didn't get a 
followers, provided it makes it into 

enough arcades, is the massive 4 
Fourtrax Racing by Namco. As you'll 

see from the photograph, there are four a 

motorbikes, each with their own screen. m\ 

This way, up to eight people can race p**^ m 

each other simultaneously (presumably ■ 

by means of two sets linked), each iis" 1 

seeing the race from their own I L 

perspoctive. The competition takes place Bp- ■ 
around a dirt track on 'sand buggy' style 
tricycles and although I didn't get the 
chance to have a go (not having three 
friends with me and, er.. due to the big 
bully boys hogging it), but it looks 
absolutely brilliant. 

Another 'sit on and race' motorbike 
game was GWP by Taito. This is much 

in the Monaco Grand Prix mould but 'ovrfraM Mating by Namco. Complete with 

without the cars. It's on a grand scale bouncy grlndy *•«•* '" 'realism'. Dirt .rack 

and thoroughly brilliant to play. The gVa^^uUZ fVn" providing you've .11 

other bikers are huge and instead of just J ot a hwge ar<ade budget. 

tilting the onscreen biker as you corner, 

(a la RVF) the whole track tilts left or chance to try out. This one will again 

right, giving the 'correct' view. Once it probably develop its own following 

makes it into the arcades, probably in amongst those looking for a change 

the Spring sometime, it's going to be from joystick thrashing. There was also 

another huge game. World Cup Soccer *90, a fast and 

Very much 'on display' was Beast addictive erm.„ soccer game. 

Busters, the latest SNK game. This is Overall then, nothing incredibly 

another Thunderbolt derivative, but with original but some excellent progressions 

the novel twist of three guns and thus along familiar lines. Hopefully next year 

three simultaneous players. Lots of we might see something fresh and new 

horrible beasties and ghosties leap out but with my luck, it'll more than likely be ^bbv 

of the screen at you and must be blasted Line Of Fire II and Gradius IV. Still, who & 

to oblivion as fast as possible. Hmmm... am I to complain? 
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DRIVIN 



FORCE 



What with Dune making Brrm Brrrm noises in the office 
doing the driving feature, Paul Lakin was beginning to feel a 
bit left out. To cheer him up we gave him a tin of Castrol GTX 
and a copy of Drivin' Force. 




iRMULA 1 




Driving games come, driving 
games go but driving games 
undoubtedly sell. Digital Magic 
Software's long awaited addition 
to a lucrative market comes with 
not only a variety of tracks but 
also vehicles. As well as the usual 
motorbikes, racing cars and 
Porsche -type- things- with -blondes 
there are slightly more eccentric 
vehicles like large lorries. 
In the league you race 
on all the tracks in random order 
until your consistant seventh place 
in the table begins to depress you. 
The knock-out compo lets you 
work through the tracks in order 
of difficulty but kicks you out on 
your butt if you ever fail to finish 
in the first three. Right so you've 
chosen your vehicle and the first 
track's loaded. Now strap on your 
Yorkie bar nnd let's go. 




WHAT'S WHAT 




TITU 


Drivin' Force 


PUBLISHER 


Digital Magic 
Software 


PRICE 


Amiga/PC £24.95 
ST £19.95 


FORMAT 


ST/Amiga/PC 


RELEASED 


Amiga out now 
ST February 
PC April 



Paul: Imagine the 
scene in a software 
company as they 
grapple with ideas (or 
their latest game. "Ooh 
let's do a game about 
going over the Niagra 
in a barrel." "No I've got a better idea 
let's do a game about a team of three- 
toed sloths racing up Mount Everest on 
pogo sticks." "Ah stuff it. let's do 
another driving game." 

It must be as difficult thinking of new 
things to do with driving games as it is 
to think of new things to write 
about them. Digital Magic Software 
have come up with a couple of 
sharp ideas for the former, I'm 
still struggling with the latter 
so that's one up to them. 

At first glance Drivin' Force 
doesn't look all that new. Just 
another Power Drift, I thought, 
nothing new here. Actually Drivin' 
Force is a fair bit faster than Power 
Drift and quite a bit different. 
Unfortunately the similarity is in the look 
of the track. I'm not a fan of these games 
where you appear to be driving over a 
line of logs. They're not exactly detailed 
and are inclined to go a bit peculiar at 
crucial moments. On really tight corners 
you're faced with a blur of colours in the 
midst of which there should be a road. 
Some of the opposition also look more 
like screen blips than serious rivals. 

What makes Drivin' Force a little bit 
different is that rather than offer you a 
choice of drivers, like some games, it 
offers you a choice of vehicles. It's quite 
an impressive choice too. Lorries, beach 
buggies and the like are all well drawn, 
colourful and detailed. My only 





HASSLE FACTOR: 0 

Some waiting about but nothing 
unbearable. 



complaint is why, oh why is it only the 
flash sports car drivers who ever have a 
partner in these games? Do girls only 
make passes at boys in Ferraris? 

The sprites not only look good they 
all handle slightly differently. The 
buggies bounced along and held on 
tight, the motorbikes were mean and 
fast but were unable to resist the 
temptation to hurl 
themselves off 
the nearest 
tight corner. 
Different 
driving 

conditions are also reflected in the 
performance of the vehicles, (i.e. at the 
first hint of any ice my car started 
spinning towards the nearest obstacle.) 
The different courses are certainly 
challenging though perhaps the learning 
curve is a bit steep. Somewhere around 
race 3 or 4 the track suddenly goes from 
pretty tricky to well nigh impossible. 

The problem is that although the 
sprites look good and play reasonably 
well, the animation is far from flawless. 
It fails to give the impression that the cat 
is moving over the road, instead the 
road seems to be moving under the car. 
Quite often, particularly with the 
motorbike, all the vehicle seemed to do 
was lean from side to side a bit. 

Crashing in this game is quite an 
experience. Instead of booms, crashes 
and lots of smoke the car bounces back 
off obstacles. This can be a problem if 
your limited turning circle gets you into 
a vicious circle of bouncing back, 
going forward and bouncing back off 
the same obstacle. Sometimes it 
helps to blow up. 

Drivin' Force is a pretty good 
racing game which somehow falls 
short of being brilliant. It should 
hold its own in a crowded market 
but it's not going to set the world on fire 





Bonos level - 
skateboard. 



a free ride on a water 
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HOLMESOFT 

MAIL ORDER DIVISION OF ESTABLISHES RETAILER 



ALOEHWOOD CENTRE. 
SEDGLEY DUDLEY, 
W midland;; DY3 3QY 
(TEL: 0902-31360088097)) 
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UHLISTEO ITEMS 
W% OFF FULL PRICE SOFTWARE 
10% oft Budget Games 
5% otl Computers 



Sloe* Hems usually Of letum 
NOTE Fartncoming release 
will oe sent on day ol releases 
5AE lor software 'hardware 
lists 



MANUFACTURING DIRECT 

PRINTER SILENCERS STANDSii WORKSTATIONS 

PC WORKSTATION RKKG/KMH) 






95 



.65 



INCLUSIVE OF 

DELIVERY 

t K MAINLAND 



I ROLL OUT PRINTER SHELF 
I SLIDE AWAY KEYBOARD 
i LOCKABLE CASTORS 
1 PAPER TRAY AND 

CATCHER BASKET 

FINISHED IN TWO 

TONE GREY 



This unbeatable offer {normal RRP £145.00), a complete 
PC workstation direct I'rom the manufacturer... to you the 
user. 

To receive your PC table just complete the order form and send 
il with your cheque to: 

COMSEC EUROPE 

17 A: 18 Turnpike Blunsdon. Swindon. Wiltshire SNl 4EE or 
Telephone (0793) 721717. Telefax (((793) 729207. 



Pit-use supply WorkMationls);isi||ustraii'ilwiihin7di(vs;ii 

fclHMHI cachincl. VAT and Uclivcn to: 



NAME 

COMPANY 

ADDRESS 



— 



^ c ' : r Amount enclosed £ 

PURCHASE OROI-.R NO IDIh I'OI'I 




SOFTWARE CITY 
59 FOREGATE STREET 
STAFFORD 
Tel. 0785 41899 
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SOFTWARE CITY 
3 LICHFIELD PASSAGE 
WOLVERHAMPTON 
Tel. 0902 25304 
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PUBLIC DOMAIN 
LIBRARIES 

are all the same - aren't they? 



Same day despatch - GUARANTEED (no more waiting) 
Knowledgable stall on hand - ring any time lor advice. 
Three years experience collecting/distributing PO disks. 
Huge range ol programs sent on Branded, Unbranded media, or 
your own disks, the CHOICE is yours. 






SO, YOU COLLECT DEMO'S DO YOU? 



Below is a small selection **** 
ACCESSORIES/UTILITIES 

MX3- Ow» 90 ft^ of 6mk ■CBMBMrtw tad uDlte cm omdkfc, p*M wtocticM 

ACCS - T19»M^iri:o»tal-^2R*TmtpTO B i.GOOrjlTii£^^ 

AC06- M™PW^rr^«>wTVthlnik'ihi^P9a-OcX«,^^T^ 

ACC34- PR IV ATT FYF, am wtiM'i gong on, RAMIXSK. STARTUP (lud utilij, «fy §nod> 

ACC36- liATXBASK, ao^ ^ ^ dn> * r P rl «™ m . F*'" 1 ' n *° 1 - . . , . 

A£C31 - ST-SIfEET, URtn drr« SPH RADSltEET prr^rim, amj oomproh"M«« 

ACC69 - MOUS! PaWTER. ir-dei«n jaw mouie pian«c ow 53 ao diik tirmdy, px*E 

ACC70 - STICK F», dHign tnd pnrt ?our «■« ^ki Ubeii (high t«- oolyl Umd* on di«k. 

A/X76- CW-KOO. S«I-AIXJirJT »ih Kul m *«flmjt If- H-ST utdu^ r»e>ol 

A ART-DRAWING PROGRAMS 

Aim - MEOQIROMP, tha ittntUwl drwing p**fA cn— I ywr m MlwpMOA n— I 

AHT4 - MASTFRPAIKTFR. wcrta m All rwaUiom And nfl*" "J*"*" , 

A KIH - lANDSCArg, ■ fticttl GwnW ««■ n»wM m ha mttm w orM. 

AKT19- RAJtLE, R«T "THdriA pm%nm And ■ ASTKAM, AJunMtonoow pnnAin t> ih 

* GAMES A EDUCATION 

GAM £11 -lUDOtAPH, KIDGRIIa K1DNOTE2, mo»»»i iirmn colourful battm km y<xin&*n. 
GAME61- KIDSONIi GO-ROUNTA nAJMIFJl MAS it tbf*«, gnW fcr cka joungar ?T«n 

GAMEU- mDPJBJSIiTR. Cotk-9* puNi*fcing fc« <F*" ^fT^^^r™?' t ' mL 
GAM CM- MtSTTH POTATO HEAD (kkhpot-* ICSAW. Oin7Wl7, STAR!} I ART 
GAMU9- nOCPOCKFT, BARNYARD, flor yA^pIrt ^ CKIMAfcE, CM d— K ym. 



If you waul lo know more 
about the BEST 
Send S.A.E (22p stamp) 
and slate ST for your 
FREE 60 page catalogue 



1 toSdofci- OOOMcb 
tulOdkki -£27SMdi 
II or man d nki - C2 -93 MGh 
Priw induk Ouk. UbOmi PA E rpak W» 
MaD and phOM avian n«cet»a>J befan noon 

dMjuttnad ara dc% GUAR ANTEH> 
DaduclO rromaboM pricaa V Mdingyaut 
oanbUnt 6mii 



WMIItr 
DfMltf- 

r*Mi*> 

DEMM4- 
UXI45- 
DEMIX- 

HMM4- 

We 
WPI2 - 
WP23 - 
WP24 - 
WP26 - 
WP3I - 
WP32 - 
WP37 - 
WP39 - 
WP4I - 

MUS5 - 
MUS23 - 



THE UNION DEMO, limply d* BEST damo availablai 00 ^ . 
UNKW DEMO Noi, Cha k^nd oonlinu«. prepan »d be afnawd bj Sua oba 
THE DEFlNmVE l*MO by "The I«» Boyt, 1 mag mamory oaadaid (bjBjaortn nj. 
OIOSTBT.STERS DEMO from Aa ST Squad, the k*«ar ktoD m dM worWT 
SWEDISH NEW YEAR DEMO by o>" C« •WJf, <« of Ibe ^ b«* araiM . 
THE SKUZ7, hrilh»ni AVS vilao ainmarioo and muik, fabuloua 0 mag °~dad> 
CAIJTORNIA RACSINS, THE cu9W animacioo produoad ma bi; f ln *f *~™» 
WHATAHECT DEMO. ano<bar hn)h*i< diaplay fran the Cm fcna (LVSoad) 

CLIP ART A WORD PROCESSORS 

h-«c «9«r 15 disks FULL of clip uU this is a selection 
V3J of STWriler EUte, the best PD Won! Pro* iwiUbke. 
F.DIMAX, ■ fast text editor, fully CiErVfd. VCood. 
144 trade marks from the I920's 

17 screens of MAC clip art (includes Pkswitch/Tuiy»iew> 

21 Screens of 'Whimsical animals and FiRures' 
14 screens of 'Office Humour' 

22 screens of Toods' 

14 screens of "Sports' 

15 screens of 'Chrislmas Designs* 



MUSIC A MIDI 

32 TRACK sequencer. SVNTHI PATCH GENERATOR ETC 
MIDI MIKE, MIDHSAVE, EZO-SEQueocer, EZQ-1 . FBOI ED 

PUJS bJM hinl«9i ol EZ -Tnek acrg& Voca> adttra. Ltrmerm ate 0>nr X 

tiuiof tvbMipnvwraiar the ST mustciaa. 




plus LANGUAGES BASIC programs. COMMS/HAM RADtQ GAMES 
NFORMATK5N. ASTRONOMY PICTURES axipdations. etc etc. et 



SOFTViLLE 



Unit 5, Stral field Park, Elettra Ave, Waterloovilk, HanU P07 7XN 
24hx Ordcriine on 

0705 266509 

Fax 0705 251884 







R PILOT 



SCRAMBLE FOR PRIZES! WIN A RADIO- 
CONTROLLED CESSNA CARDINAL PLUS 10 
1/48 SCALE P47 THUNDERBOLTS! 



E 



ver fancied yourself as a pilot? Of course you have. Who could pass up 
Ihe chance lo loiter casually in a bar wearing one of those oh so 
fetching leather flying helmets before shouting "Tally ho" and rushing out 
on an urgent 'op' with Binky and the rest of the chaps. 

Now. thanks to the P47 squadron at MicroProse. the chance could be yours. Win 
our dangerously simple compo and you could soon be piloting a radio-controlled 
Cardinal. No kids toy, the Cessna Cardinal is an excellent trainer capable of flying, 
landing, crashing and smashing. Worth a high flying C372 it's definitely an 
essential addition to any squadron. 

WORDS OF LOVE 

Flight terminology has come a long way since Icarus' dad called him a cloth- 
eared git All around the world the Pilots' Mess echo to affectionate nicknames 
for aircraft often as famous as the pilots who flew them. Names like The Flying 
Coffin, The Flying Pitchfork and of course The Flying Pile Of Sh..(snip) 
All you have to do is match the real moniker of the aircraft below with its 
nickname. For example if you think that number one The Fairey Swordfish was 
known as a Flying Pencil then write Flying Pencil next to 1. on the form below. 
Then send this form flying off lo My Friends Already Coll Me 'Biggies' 
Compo, ZERO Compos, PO Box 1509, Enfield, Middlesex EN) HQ. 

Q Flying Pencil Q Flying Coffin Qstringbag Q Flying Matchbox 




RULES 



• Employees of MicroProse or 
Dennis Oneshots are far too flight- 
wise to be allowed to enter. 

• Entries received after 31st March 
1990 will be made into paper 
airplanes and lobbed out of the 
office window. 

• The Ed is a top flight dude so 
what he says goes. 



O 

o 



o 
o 



Name ... 
Address 



Post Code 




So many games, so little time! 

But just for you we've got a 
complete list of everything you 

can get your hands on this 
month that we didn't manage 
to squeeze in reviews. 




DARK CENTURY 




DEMON'S TOMB 




DUNGEON QUEST 




WIN DWALK E R 



AFTER THE WAR Dinamic 

Scrolling bash, shoot and kick 'em up, 
much in the vein of Dragon Ninja. 
Format: Amiga/ST/Out now 
Price: £19.99 

AMARILLO SUM'S REAL POKER: 
5 CARD STUD Villa Crespo 

Sophisticated poker game, possibly 
unique in that it doesn't contain any 
digitised pictures of bimbos in varying 
stages of undress. 
Format; PC/Out now 
Price: £24.99 

BEVERLY HILLS COP Tynesoft 

T'soft step into the film licensing arena 
with a collection of four games - 
including a competent Hard Drivin' 
lookalike - loosely linked by the plot of 
the Beverly Hills Cop movie and the Axel 
Foley character. 
Format: Amiga/ST/Out now 
Price: £24.99 

DARK CENTURY Titus 

Bizarre game involving ray (raced 
monopod tanks and other such stuff. 
Format: Amiga/ST/Out now 
Price: £24.99 

DEMON'S TOMB Melbourne House 

Atmospheric graphic adventure from the 
chappies at Melbourne House. 
Format: Amiga/ST/PC/Out now 
Price: £19.99 (Amiga/ST), £24.99 (PC) 

DOCTOR PLUMMET'S HOUSE OF 
FLUX Mkroillusions 

An asteroid variant which could prove 
embarrassing, unless you ask for it verrry 
slowly. 

Format: Amiga/Out now 
Price: £24.99 

DUNGEON QUEST Gainstar 

Graphic adventure with attractive and 
atmospheric pictures. 
Format: Amiga/Out now 
Price: £24.95 

FIFTH GEAR Hewson 

View from above racing and shooting 
game, which is far from being Hewson's 
best hour by a long chalk. 
Format: ST/Amiga/Out now 
Price: £19.99 

FIRST PERSON PINBALL Tynesoft 

Totally ungood pinball game, with 
absolutely no redeeming features. Forget 
the first person aspect, it's totally 
irrelevant and naff. 
Format: Amiga/ST/Out now 
Price: £19.99 

HARLEY DAVIDSON: THE ROAD 
TO STURGIS Mindscape 

Gravy congealed in yer beard biker sim, 
complete with busty floozios and a serios 
of scenarios. 

Format: PC/Out now ST/Amiga soon 
Price: £29.99(PCl £19.99 (ST/Amiga) 



► THE JETSONS Microillusions 

Graphic adventure based around the 
exploits of Hanna Barbara's George 
Jetson. 

Format: Amiga/Out now 
Price: £24.99 

► NIGHT HUNTER UbiSoft 

Yel another strange foreign game, this 
time involving vampires and 
werewolves and other such malarkey. 
Format: Amiga/ST/Out now 
Price: £24.99 

► RENAISSANCE Impressions 

A collection of four of the 'Golden 
Oldies' from years ago, in their 
'primitive' forms, plus updated remixes 
of each. 

Format: Amiga/ST/Out Now 
Price: £19.99 

► WARP Grandslam 

Vertically scrolling shoot 'em up. 
Format: Amiga/ST/Out now 
Price: £24.99 (Amiga), £19.99 (ST) 




► WILD STREETS Titus 

Arcade style beat 'em up from the 
strange Frenchies. 
Format: Amiga/ST/Out now 
Price: £24.99 

► WINDWALKER Origin 

Strange Exploding Fisl variant, which 
uses mouse commands rather than 
joystick. It also incorporates the old epic 
quest jobbie, with megaweird graphics 
that look like they were ported from a 
Commodore 64. 
Format: Amiga/PC/Out now 
Price: £24.99 

► ZOMBI UbiSoft 

Yet another bizarre French game. The 
scenario comes in the form of a terribly 
drawn comic. The game involves 
escaping from a zombie plague... 
Format: Amiga/ST/Out now 
Price: £24.99 
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R ATM AM ' s a snQ d° w ' n tne darkness, 
DMIlTlMIl as elusive as a dream. High 
above the seamy streets of GOTHAM, he is a 
criminal's nightmare.The only hope for a desperate 
city -BATMAN. 
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THE LONGEST BUNNING NO 1 
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■Pf4 THE HOTTEST COIN-OP 

l^r r^ NOW FOR YOUR HOME MICRO 

^iV'^-V/i': ^'' " Th ' S is definite 'y ,he best film tie-in 

7v* ; r " t0 date ' and is an utter 'y superb game 
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AMIGA 



£24.99 



COMMODORE 



ATARI ST 



£19.99 



AMSTRAD 



Ocean Software Limited 6 Central Street Manchester M2 5NS Telephone 061 832 6633 Telex 669977 OCEANS C Fax: 061 834 0650 
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< 



The world is split over 
Space Ace. Some see it as 
computer graphics pushed 
to their possible apex 
blah blah while others 
regard it as a gameless 
rip-off touched up by 
some pretty Disney 
drawings blah BLAH. 
But here on Mount 
Rathbone we can look 
down on these petty 
squabblings and see 
Space Ace for what it is - 
a game. So here's a 
comprehensive see-all-the- 
screens-and-go-corl 
solution for it, a 
complilation of the sweaty 
notes sent in by James 
Clover, Stephen Hill, Mark 
Heapes and Ashley Leon. 
Read through the steps 
before you play to gain 
some impression of what 
you're facing and 
remember to have a 
blank disk nearby for the 
save-game feature. 




SCENE 1 : Okay, so this one's already 
been described in the manual, but 
you've probably lost it by now anyway. 
Big (at Borf fires his laser gun at the 
rocks around Dexter. Just after the 
second laser shot, move RIGHT and 
DGxter will leap lankily behind the targe 
rock on the right. Borf will fire once 
more, hitting the top of the rock. Press 
LEFT immediately and Dexter will hurdle 
to the centre of the screen. Press DOWN 
straightaway and Dexter will seek cover 
behind the rock (cowardly behind-rock- 
cringer that he is). 

Phew! Those aerobics over. 
Dexter runs into the reach of a mining 
robot. Move RIGHT as soon as you enter 
the screen to avoid the machine's large 
blunt arm. Then move LEFT to make 
Dexter leap to the middle of the screen. 
The floor begins to crumble but wait for 
a count of three. One-., two... three then 
press LEFT and he will vault decisively 
onto the last section of rock. He will 
loose his footing on the rock. Use the 
strange wirring sound as a cue and 
press LEFT to leap to safety. 
SCENE 3: Move DOWN straightaway to 
avoid the robot's first volley, then when 
he reaches the second hillock, press UP 
to complete his escape. 

Dexter's ship arcs across the 
screen. Press UP the second before it 
reaches the domed building. 

We're back into no-man's land 



now. When the goofy Mud Monster 
appears, simply press FIRE to fry it. (TIP: 
Fry to 8-10 in hoi oil with lychees and 
lentils for tastier effect Yum.) 

Dexter is being pursued by a 
great big blunt instrument. Aaaahhl 
Press RIGHT instantly to make him 
stagger away, then UP so he leaps 
courageously to freedom. Hurrah! 
SCENE 7: Dexter is faced with a big 
snooker cue end poking up between two 
cliffs (Freudian imagery if I ever saw it). 
Press RIGHT to leap onto the platform 
and then RIGHT again straightaway to 
hurdle to safety. 

SCENE 8: Dexter sprints along a thin 
precipice and suddenly - urgh! A creepy 
slimey thing attacks him. Pull DOWN to 
stop him from careering into its sticky 
maw and then press RIGHT to slip 
escapingly away. 

SCINt V; The scene is the mirror image 
of the last one. When another horrible 
thing, equally creepy, slimey and sticky 
attacks, pull DOWN to stop and then 
LEFT to leap energetically out of range 
of its breath. 

SCENE 10: This time, one of the purple- 
puke monsters (as I have christened 
them) grabs one of Dexter's lanky jambs 
(thats legs to you). Press FIRE to 
framuzz\e it. 

SCENE 1 1 : The next scene shows 
Dexter poised indecisively before two 
tunnels. All manner of creepy crawly 
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Ihings are creeping and crawling all over 
the place. Wait til the two blue cats 
appear and then press UP. 
SCENE 1 2: Dexter is sprinting down a 
corridor. Two dogs appear at either side. 
He freezes in horror, every ligarnent of 
his body stuck with terror. The dogs 
advance. Press UP so Dexter can find a 
toilet quickly. 

SCENE 1 3: Dexter ts still on the run. 
This time go RIGHT when he reaches the 
intersection. 

SCENE 14: When Dexter reaches the 
middle of the screen and pauses 
heroically to flick a lock of hair off his 
sweaty forehead, press UP to leave the 
trailing dogs in the incineration trap. 
Woof! Woof! BOOM! 
KfNf 15 Dexter is caught between 
two security robot's lasers. As they raise 
their weapons, press RIGHT to slip 
ethereally between the beams. 
SCENE 16: Press LEFT to dodge the 
energy bolt. 

SCENE 17: Press LEFT again to dodge 
the other energy bolt. 
SCENE IB: Press RIGHT again to dodge 
yet another flippm' energy bolt. 
SCENE 19: Dexter is approaching Borf's 
lair. Press UP as you approach the 
ladder to climb into the control centre. 
SCENE 20: When Borf attacks, press 
FIRE to block his staff and then as he 
turns to kick Dexter press RIGHT to jump 
out of the way. 



SCENE 21: Press FIRE to block Borf's 
staff. 

SCENE 22: Press FIRE to block the staff, 
but he knocks Dexter to the ground. 
Press RIGHT to roll aside. 



SCENE 23: Instantly press FIRE to block 
Borf's staff (again! and when he lashes 
out with his foot, press DOWN to duck 
beneath his leg. 

SCENE 24: On your back (as per usual), 
press FIRE to block the advancing Borf. 
SCENE 25: Borf attacks with his 
(surprise) staff. Press UP to jump over it 
and then DOWN straightaway to duck 
beneath it. 

SCENE 26: When Borf attacks press 
RIGHT to run behind him and then press 
DOWN to leap on his back (steadyl. 

Little blue creature-gits will 
start to climb up Borf. trying to drag 
Dexter to their fat master. At the very 
last moment press LEFT to leap onto the 
rope. 

SCENE 28: Let Dexter tumble onto the 
disc and then before the disc sinks 
beneath the lava, press RIGHT to jump 
to safety. 

SCENE 29: Dexter is now found running 
along a path. To avoid the Infanto ray, 
press RIGHT when it strikes the path. 
SCENE 30: Do the opposite this time, 
pressing LEFT when the ray hits the 
pathway. 

Now Dexter is sprinting 
down a path lined with mirrors ("I 
wonder what they can bo used for?" he 
asks in a puzzled voice). Press RIGHT to 
leap out of the way again. 
SCENE 32: As soon as you enter this 
screen press LEFT and then RIGHT to 
reflect the Infanto beam with the mirror 
and rejuvenate fatty Borf. 



FREE GIFT 



CHEATER'S DIGEST 

The definitive A-Z of ZERO cheats and tips 

We must be stark raving bonkers. Why? Because next 
month there'll be a little plastic bag on the cover. To your 
utter amazement, in it you'll find a 24 page directory of 
cheat modes in full colour. For absolutely nothing. Zilch. 
Totally and utterly FREE. 

The shandymans guide to cheats, cowardice and low - 
alcohol beer has been lovingly compiled by Mr Crystal 
Tips himself, David "Macca" McCandless who has been 
chained to the office computers for the past few weeks. 
He likes that sort of thing. 



FREE WITH THE NEXT ISSUE OF ZERO, 
OUT THURSDAY 8TH MARCH 
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Set in the indeterminable future, this high-speed game sends the player 
into battle against hoards of deadly opponents. Sealed in your vintage 
fighter plane you take on wave after wave of enemy attack craft and huge 
aircraft carriers. Dodge their lethal fire-power to survive] 




A fast and furious shoot-em-up with all the gameplay, actf6n and 
excitement you'd expect from a top SEGA product. 




■ 1989 SEGA ENTERPRISES LTD 

This game has been manufactured under 
license from Sega Enterprises Ltd , Japan, 
and "SCRAMBLE SPIRITS and "SEGA"" are 
trademarks of Sega Enterprises Ltd. 

Grandslam Entertainments Ltd 

56 Leslte Park Road. Croydon, Surrey CRO 6TP 



AVAILABLE ON: 

ATARI ST & AMIGA £19.99 

C64, SPECTRUM & AMSTRAD DISKS £1 4.9 

C64, SPECTRUM, AMSTRAD & MSX 
CASSETTES £9.99 

CREDIT CARD HOTLINE 
TEL; 01-655 3494 (VISA/ACCESS) \ 



SWITCHBLADE 



ZERO MAP 
PART II 



FROM SCREEN 60 
SEE LAST MONTH 



It's that time of the 
month again. Strap on 
yer cyber arm, prime 
that tow kick and pile 
into the Switchblade 
Maze. The sword 
segments are marked 
but we've left out a 
couple just to keep you 
on your toes... 




THE END 
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GUTLESS GULLY 



Let's hope you turned to the wrong page by mistake. If 
you're a twenty-bottles-of-Newcastle-brown-before- 
breakfast kind of player, then turn over immediately. If, on 
the other hand, you break into a cold sweat when you load 
that game you've been playing for 10 hours without 
completing level one, then taking a trip down Gutless Gully 
could be right up your street. You wimp you- 



SHADOW OF 
THE BEAST 

@Tty holding down the fire 
button and the left mouse 
button together on the last 
intro screen until you're told 
to swop the disks. And lo 
and behold, you got infinite lives. Thanks 
to the cryptically-named Crucial 
GraHix for that one. 





BATMAN THE MOVIE 

If typing JAMMMM for 
infinite lives isn't enough, try 
then pressing F10 to skip 
levels. A very handy tip 
from Mike Stennet 

R0B0C0P 

®For the usual infinite lives, 
the thing to type is BEST 
KEPT SECRET whilst in 
pause mode. For this you 
can thank Mr No Fillings 
himself. Matt Maclean who reminds 
us not to forget the spaces. 



R-TYPE 




To render yourself totally 
immortal. Darren Pureed 

suggests typing SUMITA. 
(including the .) onto the 
high score table. 



THE NEW 
ZEALAND STORY 

Right, to enable the cheat 
mode, bash in the following 
letters while on the title 
screen: DRATSABIWIKNEKC- 
UFREHTOM. Probably 
Icelandic or something. 
Note, however, that the 
A J letters should be entered in 
reverse order (M first and so 
on to Dl. You'll now have 
infinite lives and HELP will jump to the 
next level. Much obliged, Pete - Box 




SILKWORM 




On the keyboard/joystick 
. selector screen, press F10, 
#\ 3 HELP and fire. Courtesy of 
Mart Maclean (again) you 
will now have infinite lives 
and keys 1 to = will select the level. Triff. 



INTERPHASE 

Type 'Fenny' 
(remembering to press 
the SHIFT button for 
the capital 'F') at any 
time whilst flying and 
watch what happens. 
After the message, 
click the left mouse 
button to cycle 
through the objects 
using the mouse to rotate them. 
Holding the right mouse button 
enables you to zoom in and out. 
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THE UNTOUCHABLES 

On the first level, press F10 
to pause the game. Type in 
BRIDGE ROLLS (including the 
space) to take you to the 
beginning of level two. On 
level two, pause, type MAC N ALLEY 
(including the spaces) and this will take 
you to level three. 

If you're still having trouble after those 
two juicy cheats then you really ought to be 
drinking your pineapple, orange and coke 
cocktail through a bendy straw. For 
complete wimps among you, here are a few 
baste guidelines- 
Level 1 : The Warehouse 

It goes without saying that you should duck 
to avoid bullets. Also try to anticipate the 
gangsters' and the ledger carriers' move- 
ments, being careful to stay in the green. 
Ammunition is limited, so resist the 
temptation to spray everything that moves. 
Pay particular attention to the Ledger 
Car'ier because his shot gun blasts cannot 
be avoided and are fatal. He's a toughie so 
it'll take six shots to take him out. 




Level 2: The Bridge 

With little time and a lot of randomly 
appearing bottles to pick up there's no time 
for gawping at the scenory. Watch your 
energy, pick up First Aid quickly and don't 
take your finger off the trigger. 

Level 3: The Alleyways 

Keep switching between the Untouchables 
to save energy. Every shot must count, 
especially on Alley 8. Don't waste time. 

Level 4: The Railway Station 

Try different routes down the steps. Avoid 
bystanders as well the statues, handrails 
and fountain. Don't shoot tho wrong 
people or let the gangsters shoot the babv 

Level 5: The Hostage 

Aim for a head shot, be quick and 
anticipate the gunman's moves. 

Level 6: The Rooftop 

Shoot the plants, buckets, bottles and the 
cat for extra points. Keep reloading your 
gun and avoid being shot - it's fatal. 
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IMPROVE YOUR HEX LIFE! 

Let's face it, there's nothing like a good old POKE with your 
favourite hacker Jon North, is there? 

I had hoped that with the turn of the decade I might see some pokes for machines 
other than the Amiga? (That was a subtle hint, in case you missed It,) Especially 
as I specifically asked Santa for some mail from ST and PC owners. Needless to 
say I no longer believe in Father Christmas {hem hem). So come on all you ST and PC 
peeps, you can do better than that, eh? 




P ACM AN I A 

The first airing for Freestyle 
l U.K. this month comes from 
#% H Parallax, who has done a 
little something for 
Pacmania - a big something 
even. In fact, a something so big it gives 
infinite lives. Reset the machine once 
you've RUN it. 

10 REM Pacmania by Parallax 

20 FOR F=523776 TO 523854 STEP 2 

30 READAS:A=VAH"&H%AS):POKEW 

F,A 

40 NEXT F:C=523776:CALL C 

50 DATA 2C79,0.4,207C,FE.88C0,43F9,7 1 

F000,303C, 145,1208 

60 DATA 5lCa,FFFC,22FC,DBFC.0,22FC. 

7E,4E5D.328C,4E75 

70 DATA 4EB9.7.F01A,41FA,A,2948,15A. 

4EEC,C,4DF9,0,4C00 

80 DATA 33FC.591E,0.D34E,4ED6,0 




OPERATION 
THUNDERBOLT 




Hurrah! Thanks go to Mark 
Laurence from Basildon 
who has supplied us with 
infinite lives for Operation 
Thunderbolt. Well done. 



10 DIM CODE%(255) 

20 FOR N=0 TO 95 

30 READ AS:A=VAL{"&H"tAS) 

40 CODE%(N»=A 

50 NEXT N 

60 CHEAT=VARPTR ICODE%<0)) 
65 CALL CHEAT 

100 DATA 7OFF,2C78,0004,4EAE,FEB6, 
2200,5280.6772 

110 DATA 4BFA.OOEE.3AFC.0400.429D. 
3AC1.93C9.4EAE 

120 DATA FEDA,2ACO,2A8D,284D. 
0Q08.589D.4295.4BFA 




130 DATA 0090,1ABC,0005,3B7C, 

0030000A,41ED,0038 

140 DATA 2B48.0006.41FA.0060.7000. 

7200.43FA.006A 

150 DATA 4EAE ( FE44,4A80.662A.700C ( 
99CC,6126,7002 

160 DATA 49F9.0007 ,0000,61 1C.397C. 
5340,0030,297C 

170 DATA 343C.4A69.0032.297C.31C2. 
73BA,0054,4EEC 

180 DATA 000C,4E75,43FA,0032,3340, 
001C.234C.0028 

190 DATA 42A9,002C,237C.0000.0400, 
0024,3370,0030 

200 DATA 0012,4EEE,FE38.7472,6163, 
6864.6973.6B2E 

210 DATA 6465.7669,6365,0000.0000. 
0000,0000,0000 

ALTERED BEAST 

Will you welcome to these 
^» pages (again), Frostbyte 
jf% ^ ,rom Freestyle U.K. 

Apparently he writes demos 
when he's not writing 
trainers and pokes, so look out for some 
of their stuff in the P.O. (if that's where 
they leave it). In the meantime, here's 
infinite lives for both players. 

10 REM Altered Beast by Frostbyte 
20 FOR F=520192 TO 520448 STEP 2 
30 READ AS:A,VAL("&H".AS): POKEW 
F.A 

40 NEXT F:C=520182:CALL C 

50 DATA303C,1800,51C8,FFFE,4E75, 

21FC.7,F008.20,46FC ( 2000 

60 DATA 2C3C,5555.5555,45F9,DF,F024, 

47F9,BF,O100,357C,7FF 

70 DATA 72,16BC,7A,893,3.893,0.8D3.0, 

61C0,B2B,4,F01.66EE 

80 DATA 283C,0,B000.7E2C.853,2,660E. 

893.1,893,0,803.0.6190 

90 DATA 41F9,7,8000,357C,2.78.2548, 

FFFC.357C ( 4489.5A,357C 

100 DATA 9500,7A.357C,8210,72,34BC, 

4000,34BC,9B06.34BC,9B06 

1 1 0 DATA 82A, 1 ,FFFB,67F8,700A,C58, 

4489,66FA.C50,4489,6602 

120 DATA 5488,2218,2418,C286,C486, 

D281,8282.281,0,FF00.D281 

130 DATA D284,2241,41E8,30.727F, 

2428.200,2618,C486.C686 

140 DATA D683,8483,22C2,51C9,FFEE, 

51C8,FFBE,684.0,1600,5347 

150 DATA 6600,FF66,357C,2,78,34BC. 

4000,16BC,FB,16BC.86,33FC 

160 DATA 602C,1,2FB6.4EF9,5A45,524F 




Load Workbench, then 
put the Extras disk in, 
load AmigaBASIC, slap 
in the listing exactly as 
it appears here (save it for later 
if you want), then insert the 
original disk and RUN the listing. 
When you put the game disk in, 
ignore any requesters you might 
get - it's simply because the disk 
is protected. Follow any other 
instructions in the introduction to 
each hack (like resetting the 
machine or whatever). 

OPERATION 
WOLF 

Here's Andy the Arfllng 

i (who did High Steel ST for 
JP*A J issue one amongst other 

things), who's cracked Oppo 
Wolf and got 255 magazines 
and grenades out of it, 

Slap this into AmigaBasic and RUN it 
with the original disk in the drive. Now 
reset the machine to load. 

10 REM Operation Wolf by A.T.A. 
20 FOR F-520192 TO 520314 STEP 2 
30 READ AS:A=VAL("&H%ASJ: POKEW 
F.A 

40 NEXT F:END 

50 DATA 41FA.1E.227C,7,FF50,303C,19, 

22D8,51C8,FFFC,23FC,7 

60 DATA FF50,0.68,4E75.48E7,C006, 

4BFA,22,2D4D,2E,4BEE.22 

70 DATA 7016,D25D,51C8,FFFC,4641, 

3D41,52,4CDF.6003.4E73 

80 DATA 4E71,4E71,48E7,6,2C79.0,4, 

42AE.2E,4BFA.E.23CD,0 

90 DATA 68.4CDF.6000.4E75.33FC, 

FF.3,6F58,33FC.FF.3,6F56 

100 DATA 4EF9,FC,CA6,5A45.524F,3839 




Well, at least it was a 
bit longer than last 
month's! My best 
regards go to the Freestyle bunch 
yet again, but I'm sure you - yes 
you - could do just as well, iff not 
better. So show the world how 
good you are and WIN A 
FREEBIE! Any non-Frccsrylc 
hacker who gets their work on 
this page from now on will win 
an ultracaol ZERO T-shirt, not to 
mention the amazing ego-boost, 
fan mail and offers of programm- 
ing work that naturally follow 
after appearing in a mag such as 
this. So get movin', send your 
bits to Jon North, IYHL, ZERO, 
1 4 Rathbone Place, London 
W1P IDE. 
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Can you 
afford not 
to join? 



■ Bi-monthly Buyer's Guides, each with reviews ol 40 games 

• Release Schedules, issued with each Buyers 
Guide, with up-to-the-minute release information 

• Catalogue, Membership Card and Folder 

• Fast despatch of stock items, normally the 
day ater receipt of order. Most lines m stock. 

• Games sent Individually ay 1st class post. 
Most 'it through your letter-bo* 

• 7-day hotline, until 6pm weekdays. 10 to 5.30 
Saturdays, 11 to 5 Sundays 

• Written confirmation ol order {with receipt) 

■ Instant refunds on requesl. it there is a delay. 
' No commitment, no obligation to buy. 

• The best games, carefully selected, 
available at extraordinary prices. 

All for just nn 

Annual membership m^mw^J 

We're miles cheaper than elsewhere. Boiow ate 
a selection ot offers at prices you might not 
believe. You can buy games at the same lime 
as folding - or jom now and select from our lull 
catalogue All items advertised are only tor 
sale to members and are subject to availability 
Note: Upgrade to Official Secrets is offered to 
members ol Special Reserve 
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JCJPOOl 15 49 15« 

AFTERBURNER 749 B<9 IBM 

MOHICAN ICE HOCKEY 15«9 '«« 

ARTHUR KNFOCOMi . 1999 19 99 

BAAL 6 99 G 99 14 99 

BALANCE Of POWf R IMQ 1549 1549 1049 

BAUiSin 0 99 0 99 15 49 

B»UVHOO<>NrOCOM1 16 49 9 99 

■j»RHAfl'AN iPALACE) 111 49 15*9 'B 99 

BATMAN 1HF MOVIE 'SOT '5 99 

BAIllEC*AUSTEnurZ 16 49 16 49 "9 49 

BATTLE SQUADRON 15 W 

BAniE'ECM i«MfOCOW> '649 1649 '949 

BEACH VOUEV 15.99 12 99 

SlAOE WARRIOR 1599 1599 1699 

C JXO Mi":W" v 1449 1449 1549 

BiCXXIWVCH 15 49 15*9 16 49 

&.OCOWVCH DATA DISK 999 999 

BOWSER - '849 1B49 2' *9 

CABAl 1549 13 49 

CARRIER COMUA'^3 7 99 71 90 

C'-AOS SIRWES BACK 11 99 

ChASCHO 1599 'J99 

CHE SSMASTER ;O0 15 49 15 49 15 99 

CnRONOOuEST 9 49 9 49 

COtlOSUS CHESS * 15 49 1549 

CON'UCI EUROPE '599 1649 INI 

neVai c fitus 'J 13 ■ 

CORRUPTION >U SCROLLS' 1399 1399 1S99 



AMIGA ST IBM r^ffiaES" 



SONY 3.5" 

DS/DD DISK 



69p 




For the 
serious 
amer! 



Secrets 



Members of Official Secrets get all the benefits of 
Special Reserve plus: 

• Confidential. Our 32 page bi-monthly magazine is 
essential reading for those interested m adventures or 
role playing games Written by o»perts T Confidential 
has covered everything from How to Host a Murder to 
Which F16 Flight Simulator? Our agents, led by the 
Master Spy known as 'The Boss Upstairs", seek out 
the secrels ot RPG's. FRPs. MUG's. PBM's. Leisure 
Suit Larry, The Russians, Elvira.. . and more 
• Myth. Written by Magnetic Scrolls, authors of The 
Pawn, exclusively (or members of Official Secrels. Mytn 
is a small adveniu'e set in Ancient Greece In it you'll 
moot The Ferryman, cheat Death and tace the nine- 
headed Hydra Myth includes the famous 
Magnetic Scrolls parser and graphics and is 
included in the price of membership. 
• Help-Line. Manned weekdays until 8pm 
and Sundays. The Help-Line can help you 
solve most problems on most adventures. 
■ Gnome Ranger. Level 9's brilliant 3-part 
adventure or a Surprise Alternative. 



UK Annual Membership 



£22.00 



nciuding sik issues ol Confidential, Myth, the Help Line. Gnome 
Ranger or alternative aj)d_ membership of Special Reserve. 



CYOCRBALl i? 99 1?99 

OAMOCltS IS 49 15 49 

DEdFENCCAOFTHE CROWN 849 849 

OEJAVU 12.49 599 

□EjA VU 2 . 1549 154Q 

□OUWE DRAGON ? 13 49 il 49 

DRAGON VNJA , 9 49 8 99 

DRAGONS LAIR |i MEG.' n 49 

DRAKkhEN »6 99 16 99 

DfiVING 'ORCE '649 1649 

DUNGEON MASTER 1549 1549 

DUNGEON MASTER EIHIOR 749 '49 

FDDH EDWARDS SUPER SKI 6 49 6 49 

ELITE _, . 1549 1549 

EiViRA 1949 1949 

EVEC*HORUS 15 99 '5 99 

f '6 COMBAT PILOT 1599 1599 

MO FALCON IB 49 IS 49 
H6 FALCON EGA 

FieFAlCONMISSONOISK 8 99 1 99 

F19 STEALTH fiGHTER 

'J9HHALIAIOR 15 99 15 99 

'EDO' FREE TRADERS 19 49 19 49 

FtnnAH' FORMULA ' 16 49 16 49 



•6 49 



151 



I* 99 

6 49 
16 49 

'H 99 
1699 
11 49 

10-41 
5549 



IE a 



(if f»I)ISN FREDS B'G TOP 
RSHIM SCROLLS) . 
FLIGHT SIMULATOR ? 

FLIGHT SIMULA' OR 4 

FOOTBAli MANAGER 2 
FU2 EXPANSION KIT 
FUN SCHOOL ? 26. 6ft at B> 
FUtUHE WARS 
GAvDREGON s DOMAiN 
GHQSTQUSrEBS? 
ghouis n g"os's 
gridiron iu s football t 

GUNSmiP 

hard dhivin 
hiiisfah issi) 
hit disks volume 1 

HITCH HIKERS OUrOE 
HOLIVWOOO HIJINK 
HONDA RvF 750 
•POSTAGES 
HOUNO OF SHADOW 

HYBRIS - 

INDIANA JONES ACTION 
INDIANA JONES ADVENTURE 
iNPiANAPOLiSSOO 
INFESTATION 
iNFfOEl ilNfOCOM' 
iNQHiDS BACK (LEVEL 9) 

INTERPHASE 

IRON LORD 
iCFT DESSERT {1 MEG) 
I C F T OESSER' OATA DEW 
JACK WCKLAUSGOIF 
JET FK*Ht£R 
JINXTEH IM SCROLLS] 
JOURNEV (INFOCOM) 
KAR'INQ GRAND PRIK 

KICK OFF 

KICK OFr EXPANSION OlSK 
KIND WOROS?Q<W1>) 
KNiGHHORCE . 
"RiSTAL . _ 
KULT . . . 

LANCASTER 

LANCELOT ILEVEl9> . . . 
lASIR SQUAD 
iFAHEHBOAHI) BIRDIE 
LEATHER GOOOtSSES 
LEGEND 0* THE SWORD 
IFISURE SU" LARRV 1 
LEISURE SL'iTLARRV 1 . . . 
LEISURE BUTT LARRY 1 
LIGHT FORCE 
LOMBARD RAC RALLY . . 
LORDS OF the RtStNG SUN 
1 ufl-:NG "ORROR 
MAGNUM 4 (COMPILATION.. 
MANIAC MANSION 
MENACE 

MCnOPROSE SOCCER 



Myth Quotes 

"An excellent adventure... witty, cunning and |ust plain good fun! 
If you liked Fishr you'll probably like this, because they're very 
similar In style: you may even prefer Myth, it's that good!" 

Amiga Format 
"Myth is destined to become a classic." 
Myth ReVieWS Crash Magazine 

Crash Smash 91%, CU 90%, Amiga Format 87%, TGM 85% 
Official Secrets Solution Books £2.50 each 

3Lnge<r Masier Paw. Gu la c' Thieves, J !UlB( ConupHon, FWll Strjdowgtft 



1049 

1649 

1399 
1999 
449 

t? 99 

7 49 

29 99 

r. C. 

'99 
13 49 
13 49 
12 M 
'6 49 



2149 

1599 
14 99 

1 99 
1999 
1B99 
16 99 

699 

■': if 



'2 99 

7 49 



4-1 

IBM 



1699 
1799 
15B9 
1999 
599 

Ifc 45 



0I4» * Cl\ M*l c?«iUo 



MIDWINTER 
MlLCNiUM?? 
M*.0 FOREVER VOYAGING 
MQ O MM T T i<NFOCOM) 
NEuROMANCER 
NEVERMIND 
NEW ZEALANO STORY 
NIGEL MANSEILS GPfliX 

NINJA WARRIORS 

NORTH AND SOUTH 

OOZE ,.. 

OPEHATKM rHUNDERBOLI 
Ptl THUNDERBOLT 

fttCLAMD 

PAPERBOV 

PASSING SHOT {TENNIS I 
PAWN iM SCROLLS) 
PERSONAL NIGHTMARE 
PI'ANIASIE 3 iSSil 



AMIGA ST IBM 



699 
19 99 
1999 
1699 
12 49 
1599 
4 99 
16 49 
10 49 
15. 
'599 

6 49 

7 49 
'299 

699 
1399 

16 99 

17 U 



2?49 
699 
9 99 



16 49 

'2 49 16 49 
'2 99 
499 
1299 
1049 
1599 

12 99 

16 49 16 99 
II 99 

i?99 '699 
899 

13 99 
i b y- 
n a 



10 49 

'699 



15 99 
?0 99 



10 pack 3M /C QQ 
5.25" ds/dd 0.5757 



'4 49 IS 99 
17 49 18 49 
7 99 ■• ! • 



1349 
•2« 
'3 49 
999 
599 
11 99 
11 99 

1599 
u y. 



• 4 49 



1349 
16 99 
22 49 
2/99 



9 49 
1B99 

'699 i?49 
699 1499 
'599 999 



PHOTON PAINT 6 
PlAVER MANAGER 12 
POOL OF RADIANCE (SSI> . - 17 

POPULOUS 16 

POPULOUS PROMISED LANDS 7 

POWER DRIFT 15 

POWERDROVE 16 
PRO TENNIS TOUR 16 
PHO'fc"! W PROCESSOR 64 
PUBLISHERS CHC-CE n MEGiW 
PIJRPIE SATURN OAV 7 
QUlSTRON2lSSi> 1? 
R TYPE 

REAL GHOSTHiiSIERS 7 

REDllOHTNING(SSH i« 

R06OC0P 15 
ROC-ET RANGER «. 
SCAPEGhOST aeVEL ») . „tt 
SCRABBLE OE LUXE 12 



'299 
17 49 
'6 49 
799 

15 99 

16 49 
47 99 

749 

• 7 49 
7 49 

7 49 

•9 99 
'299 

8 49 

• 249 
1799 



'8 49 

'7*9 
799 



8 49 

18 49 



19 99 
1399 
999 
'7 99 
'6 49 



MSSSK^SSJl.^ AMIGA 


ST 


IBM 


SHADOW O The BEAST 


• 9 99 






SHAOOWGAIE 


•0 49 


749 




SHOGUNilNFOCOMi 


i?99 




■9 99 


SIM CITY 


ii 99 




11 99 


SPACE ACE 


27 49 


27 49 




SPACE HARRIER 2 

SPEEDS Ail 


12 49 
899 


17 49 

B 99 


599 


5TARGLIDER2 . . 
STRIDER 


699 
II 99 


15 49 
1149 




SIMWE FORCE HARRIER 


5 49 






STHYX 


• 2 49 


1249 


■■■ <.- 


STuNT CAR RACER 


'599 


• 599 


16 49 


SU»ERHANGON 




B49 




SJPER LEAGUE SOCCER 


• S49 


1549 






'599 


1299 




SWITCHBLADE 


•3 99 


• 399 




SWORD OF 


8 49 






TEENAGE OUCEN 


9 49 


B49 


949 


TETRIS 


4 49 


5 49 


5 49 


I THE LOST PATROL 


16 49 


1299 




THREE STOOGES 


699 




749 


| IMLINDERBIRDS 


8 49 


B49 




IHIADVOL2 








.MENACE BAAL TETRiSi 
1 luRBQCUP (WITH CAR) 


14 99 


• 499 
7 49 




1 URBO OUTRUN 

TV SPORTSBAS-ETBAll 


16 49 

IB 49 


13 49 




'V SPORTS FOOTBALL 


M 99 


'099 


1999 


UNINVITED 


• 3 49 


599 




UNTOUCHABLES 


'599 


1299 




VETTE (CORVETTE) 


'8 49 




•8 99 


VIRUS 
VIEN „ 
VO'AGER 
WATERLOO 


12 49 


599 


• 699 


449 

949 
1599 


4 49 
899 
1599 


1699 


WAYNE OREtaKV "OCkE» 


1599 


1599 


1599 


W'NDWAl KER 


17 49 




17 99 j 


.V;S"RRtNGER INFOCOMl 


1999 


999 




WITNESS "NFOCOMI 


1949 


16 49 




X OUT 


13 49 


13 49 




XFNOMORPH 


• 549 


15 49 




XENON ■ MEGABLAST 


'5 49 


'5 49 


•649 


20RK TRlLOG*ilNFOCOMl 




'9 99 




ZORK ZERO (INFOCOMl 


'999 




•999 



SALES LINES 0279 600204. PLEASE NOTE THAT THERE IS A SURCHARGE OF 50P PER GAME FOR ORDERS PLACED BY TELEPHONE 
!NNEVlTABJ,Y,_SJ3Mj=.QI^ 



Order Form 



Non-momber5 please ado ihe membership fee 



Name_ 
Address 



Existing members please enter your membership number. 
Special Reserve membership C5 UK. C6 EEC, E7 World or 
Official Secrels membership E22 UK, £25 EEC or C30 World 
*ih Gnome Ranger and Myth r 



Hem 



or with Surprise Alternative and Mvlh 
ZERO 



Phone No. 

'5.25T3.5V3.07-TAPE 



Post Code 

Computer 

Payable to: Special Reserve or Official Secrels 
P.O. Box 847, Harlow, CM21 9PH 

Special Reserve and OWoal Secols are iratiing names o* Mer- Mediate* Ltd 
Reg Office 2 Soutn Block. The Mailings Sawbrdgeworih Hets CM21 9PG. 
Regisieteo in EngianONumoe' 205*713 VAT reg no 42d 8532 5' 



Hem 



TOTAL 



Credit card expiry date 

■CHEOUE^POSTAL ORDER* ACCESS-VISA 
(fnduaing Conned Mastercard. Euioca-d. Switcn etr) 
' Delete wnete applicablo 



Overseas ordcs must Oe paid by ciedif ea'd 
Puces include UK Postage and Packing 

EEC ordef& please add 70p per item 
World orders please add D 50 per item 



IT'S A BLOOMIN' 
MIRRORCLE! 



WIN! WIN! WIN! 



Mirrorsoft's Top 20 of the '80s 
plus 20 T-shirts and more classic games!!! 





THE LOOT 



No, funnily enough it's not a mirage. Yep, hard to believe we know but 
along with Mirrorsoft, we are offering you the chance to get your mils on an 
instant collection of 20 of the classic games of the '80s. 

Remember all time greats like Xenon II, Dungeon Master, It Came From 
The Desert and Falcon? Well you, yes you, could be the proud owner of an 
absolutely fab collection of games worth 500 quid!!! And, taking info 
account the fact that you're going to be writing in by the crate load, the kind 
people at Mirrorsoft are also chucking in a second top 20 collection, along 
with 20 T-shirts, as runners-up prizes. That's a grands worth of gameplay, all 
courtesy of Mirrorsoft. Cripes! 



THE 'COMPO' BIT 



All you have to do to scoop the loot is examine the three pictures above a 
identify the 'mirror' connection for each one. So, for example, if you think 
that the chappie in picture one is famous for saying 'Mirror, mirror, on the 
wall, who's the fairest of them all?', then write 'B' after the number one, 
S'easy peasy innit? h ■ ml ml ml ml ml 

A. Never without one, however sticky the moment. 

B. Says 'Mirror mirror, on the wall, who's the 
fairest of them all?' with profound regularity 
when feeling depressed and unloved. 

C. Robert 'Bab' Maxwell, proprietor of the Daily 
Mirror. 



nd 




THE 'STAMP' BIT 



Once you've sorted that lot out, just fill in the 
coupon at the bottom of the page, and send it to 
'Mirrorsoft, Mirrorsoft on the wall, bung me 
your top twenty of all (time) Compo', ZERO 
Compos, PO Box 1 509, Enfield, Middlesex 
EN 1 1 LQ. It's as simple as gazing in the mirror 
and realising what a gorgeous chunk of 
humandom you are (hem hem). 

If it arrives any later than March 31st you've 
blown it and you're destined for a squillion 
years of bad luck. (Well almost.) So what are 
you waiting for? Oh, the coupon. Well here it is... 



THE 'COUPON' BIT 



The three mirrorish connection thingies are as follows. 

OO oo oo 



My Name is. 



and I live in the nice place called 



My computer is a... 



where the postcode is 



o 



o #o 



Mirrorules... 

No MkfOnab o* Denn^i One*hat bod» can enler due lo *ei' fongo. unnaiuial beauty 
All enlr-M r«*«»,vod oftei 3 1 M Wo'eh 1 990 will be npped «o ihradt ana rned lo bomb' pig 
Iho Edfon deono" i* tmal and Ns na» connection* with me mollo 10 tt» pollen a'gi»ng 
That) 'I No moie 'ulet 



EH3 89 



j 



CHATLIIMES 



HARDWARE 



COMPUTACHAT 

Are you a computer games player, programmer, 
musician or artist? Would you like to make friends 
with other computer enthusiasts? 
Dial Computachat and be connected with up to 10 
people at once. Chat about games, music, arts, 
software, hardware anything to do with 
computers! Swap tips, pokes, even software. 
Ring Computachat on 

0898 338939 

Experts on hand to help with games problems 
GUIDING LIGHT, PO Box 54 
SOUTHWEST MANCHESTER M15 

Calls charged of 25p per minute off-peoV 38p pei minute peak time 



CONSOLES 



TEL EG AMES 



Europe's Largest Stock of 
Video Games & Cartridges for: 




Sf OA V71EGIX DRIVE 



The leading Video game specialists. 
Send for lists (state make of game) 

TELEGAMES, WIGSTON, LEICESTER 

(0533 880445) 



fa 1 



SOFTWARE HARDWARE 



when wis thi list lime ioer nail 
order out i smile on your face? 



.... <.< ■ 
• --r ■ ■-■ • <*■ m ■ 

■ HiwMMi f«M» ID i is to m 
mip. m mm-m 

(to U 'M <*—< *•*■ '*■» row-fa 

(nil ■ (HM-M IMH-I0B :!'-..:.-<" 

n w - ~ n m w Wi 

10 InVMrnta H» — DMIII fc— M tori 

(II *l l« Ml MM MB II M MM t— II PI 

twt« J»n'*l — t M Ctt D«n IMl J' —>0" 
[110 M IMWBtll Mil MM ■ 11 ■ 

m n >i> m 'i — 1 1 1« hi ■« ti 1 n 
hi* i».«fW.*iiiiiri i «MiW»iiKinm>MF> 

— urn mma* lar «« ■ ■ « laHniPim 
M la» M* Ik ■«■» Kbb *M w M P 
■ toDlhitoni — - — — 

«ti- tp Jab CJ 



Joy 01 UI( aim (Zero I). 45 Etiaick. 
Skfi-fltiam. u-cstiw. wh nei 
lEltOhanF OIK K3tt I?J mt) 



SWIFT COMPUTERS 

PthlPKFIUlS 

JV btwtfrd dnci & !*bM iioni 75s 

40c«eloe«tM*3>r'l»«_ — — 1*99 

80(.Mloi>Mlt3»'hH f'39 

kiovti mil , , XZM 

amm nvktt reus 

Sol(*ire up id 25\ oil CfiP 

Smli wk* inognw* 4 tm llw Aim ST. Altai 

Buntor. Dajola Qrofton Upai»!mn Null. BMmW 

CopW Ciiaaof - •I'd' f 25 00 

Pa* w odd 1 1 DO pm m*i tfohniv . 

KMMHM 

AS'Jll 8»lir*n MCk _ _ . OH 

A SOI) 1 MS ( ipanwn nt DungBwi Mm* [89 93 

AltJMPLaloiiTHonflDiini I tod f!3B 

■ton ftm Pock , , tJHS 

Aim Eiptow Pock f?S9 

IHiCtfan'Monriw oc Irtrf T79S 

CommootfOiAl** block & prMot IIAUfl 

Cameling n" hn obewo. — . — 19 

tk twdaairc pnroj indudf Mlnofy 

102 Craw lay Olive. Kernel HempolBBd 
HP26BU Tel. 04*2 54663. 58637 





AMIGA A500 

From £349 



1Meg Amiga with Free Dungeon 
Master Software: Only £439 

^ ATARI 520 STFM 
Only £279 

Include* MEGA PACK Software and Free Joystick 



ATARI 520 ST "POWER PACK" Only £379 
Includes Mega> Pack Software 



Commodore 64 "Light Fantastic Pack' 
Includes Free Joystick: ONLY £149 



Software-: 1 2% off KKI' 

3V 2 - Disks: |0 for £10 


SAM COUPE 
From C109 


MPS 1230 

* £149 


STAR LC10 ' 7 

E199 ~ 



ATARI S'lflf NOW IN STOCK 
Please Ring for Details 



SOFTWARE 



LINC SOFT SOFTWARE 

57 Maple Street, Bracebridge, 
Lincoln LN5 80S 
Telephone: (0522) 535409 



THE PRICES SHOWN BELOW ARE FOR 
ATARI ST & AMIGA DISKS 

AMIGA ST 

APB 13.99 13.99 

Cybernoid II 1399 13.99 

Dragon Ninja. 1754 13.99 

Operation Wolf 17.21 13 96 

Rooocop 175* 13,99 

Red Heat 1724 13.99 

New Zealand Story 17.24 13.99 

Strioer 1724 17.24 

Batman (Movie)-,- 1724 13.99 

Star Wars Trilogy 17.24 1724 

Netwius 13.99 1399 

Action ST Volume 2 NiA 20 39 

Gemini Wing 13.99 13.99 

Mr Helly 1724 17.24 

Action Amega Vol. 2 20.39 N/A 

Indy The Last Crusade 13.99 17.24 

HARDWARE 

Commodore 64 Light Fantastic Pack 149.00 

Commodore Amiga 500 Bat Pack ~ _ 365.00 

1 Meg Amiga 500 Bat Pack + Dragons Lair 495.X 

Atari 520 STFM Explorer Pack 269.00 

Alan 520 STFM Power Pack 355.00 

Phillips CM8833 Colour Monitor -.250.00 

Cumana 3.5' External Disk Drive 95.00 

35' DS/DD Bulk Disks - pack of 10 950 

3 5* DS'DD Kodak Disks - pack of 10 1350 

Most lilies are available In other formats tor most popular computers 
Mail order only telephone or write tor a price list lor your computer. 
Cheques or Postal Orders should be made payable to 
LINC SOFT SOFTWARE 





AMIGA 


ST 


Double Dragon 


...1399 


13.99 


Lorn RAC Rally 


...1721 


17.21 


Premier Collection.. 


....20.39 


20.39 


Road Blasters 


....13.99 


13.99 


Running Man 


....1721 


1721 


Silk Worm 


...13.99 


13.99 


Thunder Birds 


....1721 


1721 


Vigilante 


....1399 


1399 


Shinobi 


...13.99 


13 99 


Xenon II 


....1724 


1724 


Barbarian II 


.. 13.99 


13.99 


Space Harrier 


....1724 


13.99 


HKM 


....13.99 


13.99 


Captain Blood 


....1721 


13.96 


Garfield II 


16.99 


N'.A 


The Story So Far 3. 


....13.99 


13.99 



MUTANT BMFiWRrE 



SOFTWARE 



ELECTRIC P.D. MAIL ORDER 

JOYSTICKS & UTILITIES 



Act xin Service II SO 
Aitba-tine Range *f 7 *5 
Ancient B<itHes ("10 45 
ArcadaMuKlc "(985 
luiinGtrnM *f7 50 
Bankot Knignlt [7 50 
Barman •'•OM 
Baimaniha Movie • 17.50 
BaacH Volley 'OM 
Baaing Manage) C7.50 
Cabal '£7 40 

Crvnwma.Coll "[985 
CoinOpMili "198'.. 
Crarv (-•"•« f' 90 

Double Dragon *f7 60 

D..UU" N ni.. M- :■■ 

Dragon Spin! *17 b0 
Dragons flame *C7 50 
Dynamite Dui (7 50 

Epv'Comp "f9 85 

H>aliBioflheY*«> £7 W 
fooibaii DtnotBf n 50 
'oot.MII Manager "CM 
f 'ball Manager E*p 
Kh f 5 70 

■ A i - ■ C6 90 

Gams. S«i A Match 
II II 85 

GlmakrrHol ShoH f 6 50 



Gremlin Wmg 

G noil b niter " 

Ghouls'n'GhoMt 

Gilbert 

Gumriio 

Mam 

Hill 19 

Inner .1 ante II 



•f7 50 
C7 50 

•t/50 
OM 

•{} 45 
(7 M 
f?.00 
C7 50 



irwpecior Gadget f7 70 

Karywa (1 40 

' -!■■ (6 90 

KDakgliah 16 90 

La»lNinn fl 50 
(6 90 

Licence to "ill (750 

MoonwaHer "C7 50 

New ZealaKl Si *f ' 50 

OpThnarWI '£7 50 

Panellation* f ' 50 

Po^er Drift C7 60 

Purple Salum Day *(J50 
Rainbow IVanda "0 50 
Red Meal '17.00 
R.i» -C7 «5 

Robocop '(745 
Run the Guantlel "(6 90 
RonmnoMan "'(690 
Soccer 'n«5 
Soccer Speciacuiar (9 90 
Soece' Sqoad C M 

Spate Range' IB 90 

Street fighwr C6 90 

Sinder T7 50 

Sup Dragonilaye' f 6 50 
TtielnCrowO C11.10 
Ihe National < ' 50 

The Untouchable* *C7 60 
Th U nd«rb-rd» -OSS 
TtnTih 'C7 50 

Viailante •••(6 90 

War Middle Earth '0 50 
Warlock " M 

While Draw* (7 30 

Wild Street* OM 
Wna'dWs'i (6 90 

Xenon C7 50 



DUMtrrm only 

f1 99 

ARENA 
AirwoH 
Airvroll II 
Battle slips 
Billboard 
BombiaC" 
Hombiack II 
Bubble Bobble 
Fighting Warrior 
Formula Grand Prm 
Friday 13th 
Pro Gol" H 
St'eet Warrio' 
Yogi Beat 



30 Grain 
Army Move* 
Arkanoid* 
Big too I 
Cup FoolbaM 
Jack the Nipper 
Paperboy 
Rugby Bom 
Snot Circuit 
Tetrarnei 
Thunder rat* 
War 

Wfl' Machine 



0IU PfllCf S 

•ni 75 "nisi 
—ni>*s 



JOYSTICKS & UTILITIES 



QAMIS N0I TtT 

MlIASiD Will W 
S(MI ON DAT OF 
RELFASE 



CMtttah 175 [6 90 

Comp Pro500OClrf 11.95 
CompP'oSOOOE*. [1396 
Cruitei (895 
Spend King M. (9 90 



□uitcotfer • 7 
Dm t (cover - 3 
lightpen • 7 
Lightpen O 
Can lead* ■ 3 



(4 60 
(4 50 

[19 95 
[23 95 
(195 
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SOFTWARE 



CONSOLE QUEST 

Tel: (0424)718961 



PC ENGINE 



f SEGA-MEG AORIVE f 



Cyber Cross 19.49 Alex Kidd -27.44 

Dungeon Eiplor«...19.49 Aliered Beast 27.44 

F l Fight Pilot 19.49 Baseball 31.85 

Motorcade: 19.48 Ghouls & Ghosts.... 36.40 

R T «* 1 » 11 ]l f n Please ring tor very 

$°n & Son 11 1949 latest info on other 

Winnin 9 *« games and prices (or al 

»""^» 1,1 1949 these formats. 
Wonderboy In 



PC ENGINE PLUS f 

* Afterburner 36.40 

* Darius 36.40 

* Doub. Dungeon. .36.40 

* Image Fighter.... 36. 40 

* Outrun 36.40 

* Phant. Fighter....4l.15 

* Rainbow Isl 41.15 

* Shinobi 36.40 

* Wonderboy II 41.15 



Monsterland 28.95 » CO. ROM required for these games 

Every effort is made to obtain the latest games. We also supply games at 
very competitive prices for AMIGA 500 and ATARI ST. Please ring. 

All puces include VAT, postage and packing (please add £1.50 per item 
overseas). Despatch will be quicker than you think. 



To: CONSOLE QUEST, P.O. Box 115. 
HASTINGS. EAST SUSSEX TN34 2TT 



Tick 



PC MEGA PCP 



I wish to ordor 

1 enclose cheque.PO for €- 
oi charge Access/Visa No. 



format □ □ □ 



Expiry date. 



Name 



Signature 



Address 



Post code 



REE: ZE1 



ANIMAL'S TOP TEN RELEASES 

Amiga Atari ST 

1. F29 Retaliator 16.99 16.99 

2. Fighter Bomber 21.99 21.99 

3. Kick off extra time 7.99 7.99 

4. Double Dragon II 13.99 13.99 

5. Turbo Outrun 14.99 14.99 

6. Sim City 19.99 19.99 

7. Pro-Tennis Tour 16.99 16.99 

8. Midwinter 16.99 16.99 

9. Driving Force 13.99 13.99 

10. Ghostbusters II 16.99 13.99 

Amiga A500 + 10 Star Pack + Modulator + 
Joystick 4- Delivery 
£399 

Atari 520 ST + Power Pack + Joystick + 10 Black 
Discs + Delivery 
£399 

Konix Predotor Joystick 9.99 

Konix Speedking Autofire 7.99 

Konix Navigator 11.99 

10 Blank 3.5' DS/DD discs 7.99 

10 TDK Blank 3.5' DS/DD discs 12.99 

To order send cheque or postal order to: 
MUTANT SOFTWARE, 475 Staines Road, 
Bedfont, MIddx or ring 01-890 3296 and 
078481-3924. For details of all Software, 
Peripherals and Hardware. Orders despatched 
within 24 hours. 



VIDEOS 





One Great Video 

Starring: 
All the 
Smash Hits 
from the 
Games World 

OVER 400 GAMES SHOWN 

What Games can I buy? 
Which Console is compatible? 
Do I need a Monitor? 
What is SCART? 

How about NTSC-PAL-SECAM? 

Where do I find out...? 

ALL THESE, & MORE, ANSWERED 

From Europe's largest video games 
stockists for all games machines 

KILBY BRIDGE, WIGSTON, 
LEICESTER LE8 1TE 
Telephone: (0533) 830445 (0533) 813606 | 



When there is no room left in Hell.. 
...dead people come back to Earth 




For mysterious reasons, dead people come ba 
to life to feed themselves on the flesh 
of human beings. The Earth is inhabited 
by millions of Zombies, who are 
spreading terror, and by gangs 
of hooligans, who are ready 
to do anything to survive 
Yet four people didn't 
lose hope and decided 
to run away to new 
horizons. 

• • ifirimifitiiiiifi 

MMMMMMHItltltMIMU 

|fMMMMHHHflMtlfM»< 
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combined them, coming up with a real winner in 
the process. Moving your four characters arounG 
the building, trying to find a way out, all the time 
fighting off attacks from zombies, is very atmos 
pheric. There are some good puzzles to work out, 
and a hell of a lot has gone into the game. By all 

means, get hold of this 
game." 

'Everything is nice 
and detailed, with the 
background graphics 
looking particulary 
effective. 



MIGA ACTION 




UBI SOFT 

Entertainment Software 



mail order 



ZERO 



X 




ZERO T-SHIRT 



£6.99 



Clock this! This well wicked ZERO T-shirt, 
made in 100 per cent cotton, is just the thing 
to brighten up your spring wardrobe. It 
sports the colourful ZERO logo on the front 
and a tasteful ZERO stopwatch on the back. 
What's more it comes in three sizes - 
medium, large and extra large 




ZERO WATCH 



£12.95 



■ I 



You've no time to wos'e - get your orders in 
• now for this exclusive ZERO wolch It's fully 
water resistant, shock proof ond very natty 
with the ZERO logo and Irendy motif. Comes 
in it's own black carrying pouch. 



B00TIFUL 
BOOTY! 

Recommended by Bernard Matthews* 



"well one of them is anyway! 



ZERO SWAG BAG £8.95 



Keep all your personal items safe and sound 
in the ZERO swog bag. Emblazoned with o 
tasteful ZERO graphic, 
it's tough, strong and 
very, very long, made 
from durable block 
canvas with o 
super strong poly- 
nylon drawstring. 





ZERO HERO T-SHIRT £5.99 



Be o real ZERO HERO and keep ZERO'S 
best game accolade in striking black and 
yellow, close to your chest Mode from 100 
per cent cotton, it'll obsorb oil those nasty 
perspiration problems and keep you looking 
cool all summe' long Comes in three chesty 
sizes - puny, broad and positively butch! 



ZERO BINDER 



£4.95 



Want to keep all your copies of ZERO 
pristine and in lip-top condition? Then invest 
in o stylish ZERO binder - or better still 
buy two' Comes in black 
with the ZERO logo 
boldy emblazoned 
down the spine. 





TURKEY ROAST 



£2.49 



It's bootiful! Tender, lean turkey breast all the 
P ;r ■ r m way from Norfolk. Puts hairs on your chest 
V*"*^~ so you better buy o T-shirt. Available from all 

major supermarkets and Bernard Matthews! 



ZERO MAIL ORDER 

Please rush me the following bits of ZERO booty as soon as 
possible. I've enclosed a cheque/postal order for the right 
amount and filled in the form. 




o o o 
o o o 
o 



ZERO BINDER 



C4.95 



Q ZERO T-SHIRT £6-99 
ZERO HERO T-SHIRT £5.99 
Q ZERO WATCH £12.95 
(^) ZERO SWAG BAG £8.95 

Please fill in the number of each item you require in the circles. 

Ol enclose a postal order/cheque' made payable to 
Dennis Oneshots Ltd. 

O Please charge my Access/Visa/Am Ex' 
Card number: Expiry date: / / 

Signature: 



NAME 



ADDRESS 



POSTCODE 



TEL NO: 



Send the completed form to ZERO MAIL ORDER, PO Box 320, London 

N21 2NB postage and packaging is included. 

Overseas orders must pay by Eurocheque in UK pounds sterling only and 
enclose on extra £2 to cover postage 

"Delete as applicable ZERO 5 
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ADVENTURES 




Mike Gerrard, the 
man with the 
incredible growing 
beard and 18" 
flares, dived through 
the doorway. Cut 
throat razor between 
his teeth/ he reached 
for the jewel in the 
gargoyle's mouth. 
Placing a small 
cardboard box in its 
place, he stood 
up and smiled 
enigmatically at the 
security camera. 
And all because 
the lady loves 
adventure games... 



■ t's a well known (act thai the brand 
I new and terribly secret game from 
H Magnetic Scrolls will be out in 
March. So I popped along to see Anita 
Sinclair and although she was pretty 
cagey to say the least, she did admit that 
it wouldn't be released till June. And she 
should know, being the boss cat: 

"I run the company in a very loose 
kind of a way though. We do have 
meetings to discuss things and if I have 
an idea for something but other people 
don't like it. then we don't do it. 
Someone has to give directions but it's a 
very family atmosphere." 

Magnetic Scrolls certainly seem to 
have survived happily for over five 
years now and most people must like it 
- half of the staff have been working 
there since day one. Cripes! 

HACK HUNT 

"We're looking for hackers at the 
moment." Anita explains, "young 
people who know about machine code. 
I don't like taking people on who've 
worked elsewhere because they tend to 
have strong ideas about how things 
should work and we work in a unique 
way. We have our own development 
system, we've written all our own code; 
but I will always talk to young pro- 
grammers. We're not looking for games 
ideas but I will also always talk to 
graphics artists; if they're good we'll 
take them on and we pay very well." 

The company has already taken on 
extra staff, including graphics people, to 
work on the new game which has been 
under development now for almost 
three years. It's currently occupying 
about 13 staff and. as people have 
finished their work on the last few 
Scrolls projects (Corruption, Fish! and 
Myth), they have moved over to the new 
game - although the actual adventure 
system is being written alongsido the 
game itself. So what stage is each at? 

"The game itself is pretty much 
finished." Anita tells me, "and the 
system is about 90 per cent finished. We 
hope to have it all complete some time 
in January with versions that we 
consider masters by about March. But it 
won't be released till June. It'll undorgo 
a lot of testing. It's got to be perfect. 
So right now, although we're only 
actively working on the one game, we 
are in effect actively working on five 
games since 90 per cent of what we're 
doing on this one will be relevant to the 
games tn the pipeline as well, because 
it's mostly the new system we're dealing 
with and getting right." 

But what I wanted to glean was all 
the hot off the press info about the 
current game bo I wasted no time 



beating around tho bush. The title? 
"Can't say." 

Er... Is it recognisably an adventure? 

"It is recognisably an adventure, but 
like no adventure you've ever seen." 

Urn... Let's think. Is Magnetic Scrolls 
going the way of Infocom and Level 9 
and saying goodbye to text adventures? 

"Absolutely not. Magnetic Scrolls 
isn't saying goodbye to text. Our new 
game's got more words on the screen 
than you'll find in the average Charles 
Dickens novel. It's got something like 
70,000 words in there. It's not a graphics 
game, it's a text game, but it's a text 
game where we've grabbed tho interface 
and said goodbye to typing and 
goodbye to stationary graphics. When 
you see our next product your eyes are 
going to pop out. There are about 90 
pictures in it of which 30 are very large 
and very animated... and 60 are not so 
large and not so animated!" 

Among the artists that have been 
working on the graphics are Alan 
Honeysett, who did the Corruption 
graphics and Geoff Quilley, the brilliant 




Blimey! Evan the dog's gagged. 

artist who came to prominence with his 
stunning pictures for The Pawn and who 
has worked on most of Scrolls' games 
since then. The text has been put 
together by David Bishop, the games 
designer and computer journalist who 
presented his original design to Anita in 
the early part of 1987. 

"It was a design for a normal text 
adventure that we found very exciting." 
Anita says. "When I saw it I went tingly 
all over, it was that good, and very few 
things have done that to me. (Lordyf 
Ed.) It was about that time that I'd beon 
thinking about the future and where we 
should be going, and we decided to use 
David's design as the basis for a 
phenomenal game that we knew we 
could produce. We could have turned 
his game out two years ago on our old 



94 



ZERO 





Anita masterfully hides the game from our man (with a beard) en the scene 

system and il would still have been a 



pretiy damn good adventure but we 
wanted to wait and got it on the new 
system and really go for it." 

The new system came about 
because the Magnetic Scrolls team 
decided they ought to be producing the 
next generation ot adventures. Thoy 
spent a lot of time asking people what 
they really wanted and what they 
definitely didn't want from adventure 
games. The most common comments 
were: we want animation, we don't like 
using the keyboard, we want to click on 
the graphics and access an object, we 
want on-line help, we want a notebook 
facility. About the only features that 
weren't included were rather unrealistic 
ones, such as being able to do anything 
to any object in the picture - text may 
be able to cope with outlandish things 
like TELL THE BULL TO EAT THE 
MAILBOX but it's hard to code graphics 
for every possible bizarre request. 

We're beginning to be able to piece 
together some idea of what the new 
game might look like. (Erm... maybe I'm 
/ust being stupid. Ed.) The publishers 
have liked what they've seen; Virgin had 
to fight off a few other people who were 
also keen on the game. It was a 
fortunate coincidence for Magnetic 
Scrolls that they had a new game to 
show to potential publishers when their 
previous publishers, Rainbird, were 
taken over by MicroProse. 

"I know that Fish' was going to be 
the last game on our old system," Anita 
admits, "I knew that ages ago. But I 
didn't know it would turn out to be the 
last game through Ratnbird' That 
Rambird thing almost destroyed us. 
nearly put us out of businoss. The 



collapse was horrendous. You're 
running a business, large staff, very high 
monthly outgoings and suddenly you've 
got no income. Terrific! It certainly 
helped that we had the new game to 
show to potential publishers, and their 
reaction has been extraordinary. That 
was a real booster. You know you've 
cracked it when you've got publishers 
knocking on your door instead of you 
having to knock on theirs." 

SCROLLING SECRETS 

The deal with Virgin will see the new 
game published on a Magnetic Scrolls 
label, with the older games being made 
available again by the end of the year 
but not before. Anita was reluctant to 
say anything about this, so it sounds like 
something special is being planned - a 
Greatest Hits collection, or budget prices 
maybe 7 Meanwhile there are still a few 
copies on shop shelves but everything 
from Pawn to Fish! is now hard to get 
hold of. However, Anita pointed out that 
former Rainbird boss Tony Rainbird had 
bought up large stocks of all the Scrolls' 
adventures for his Special Reserve club 
and anyone wanting a specific title is 
recommended to try there. However, 
Magnetic Scrolls aim to have three new 
games ready to come out in early 1991. 

"One will be another adventure but a 
very different sort from anything we've 
done before. The other two are quite 
different again from that 

One has role-playing in it; we're 
working on RPG possibilities. I like the 
idea of having an infinite game. By that I 
mean it'll be self-generating, so if you 
like - and this is all hypothetical, of 
course - you could have at the core of 
the game a city inside of which things 



are pre -determined and there are 
puzzles to solve; but around the city you 
could have waste land where all sorts of 
monsters breed - and they do literally 
breed other monsters out there which 
we don't necessarily know about. You 
could go out into the waste land and 
that could go on forever, it could 
generate a whole new universe. You 
could possibly take off into another 
solar system, who knows 7 There would 
be a solution to the city part of it, with 
its pre-defined puzzles, but not for the 
outside part of it. The obstacles out 
thoro will be the monsters and whatever 
they decide to do. They may gang up 
against each other, they may gang up 
against you. It's a most extraordinary 
piece of code, as you can imagine." 

And all hypothetical, of course. Back 
down to earth, other facts that came to 
light about the June release were thai in 
terms of puzzle content it'll be twice as 
big as The Pawn and in overall size it 
will range from about 1.3 megabytes for 
Amiga and ST versions to a whopping 
2.7 megabytes for the PC. This does 
help explain why there won't be 8-bit 
versions? The game even needs to call 
on a minimum of 512K internal memory 
to run. The only other conversions will 
be for the Archimedes and the 
Macintosh. All will be out at about the 
same time, except for the Mac version 
which will have to be later. 

"But I am under instructions," 
admits Anita, "not to tell you very much 
about the first game." (Crikey, we'd 
never have guessed. Ed.) 

Although the content of the storyline 
is still a well-kept secret and we'll have 
to wait until March for sneak previews, 
I'm sure it's going to be a game well 
worth holding our breath for. 




No, please! I'd promised not to talk. 
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adventures 




CLUES-EAU 



LEISURE-SUIT LARRY II 

ast month I gave you the dirty low-down info on that pretty 
dirty low-down game featuring Leisure-Suit Larry in the Land of 
the Lounge Lizards. The follow-up has had a bit of a clean-up, 

and isn't nearly as filthy. (Ah, shame. Ed.) Unfortunately the same 

goes for the solution which 

we're bringing you this ish. 

But as usual, be warned that 

if you don't want to read it, 

then don't... erm, read it. And 

remember to save your game 

at least at the end of every 

paragraph if you want to go 

all the way, so to speak... 



ADVENTURE HEALTH WARNING: 
Reading the following may 
seriously damage your 
adventure tun - unless you're 
completely crap anyway. 





Go into the garage for a quick 
buck, then map your way 
round the town. Go to the 
Mart, buy a ticket and type in 
the numbers. Go to the TV studio, show 
your ticket and write down the numbers 
the receptionist gives you. Then give 
them back to her (boy is she dumb) and 
sit on the bench till someone appears 
and takes you into the studio. This bit 
plays itself, so join in till you eventually 
leave the studio. 

Go to Molto Lira and buy a 
cossie. go west-south-south 
and search the bin till you find 
j your passport. Go get your 
hair cut. Go to Swabs and get some 
sunscreon. Go to the Mart and get a 
soda. Go to the music shop and chat up 
the girl who should be outside, then go 
to the saloon and say 'no' to the man 
before heading for the harbour, flashing 
your ticket and boarding the boat. 

Map out the ship, then go to 
-s, the barbers, then to the 

nightclub. Get the dip (and I 
don't mean in the pool), pay a 
visit to the lifeboat, go lo the cabin on 
the lowest deck, open the door from the 
other room, leave the room, close the 
door and get the fruit. Wear your cossie 
then go to the pool, cover yourself with 
sunscreen and sit around till a woman 
appears. 

You shouldn't go with her, but 
you can just to see what 
happens as long as you've 
saved your game first. 
Instead, go into the pool, dive and get 
the bikini. Get out again quickly, cover 
yourself with sunscreen once more and 
sit down until a woman appears. Ignore 
this one as well. Go back to your cabin, 
wear your suit and open the door from 
the other room and save your game 
NOW! 





Go into the room, open the 
nightstand (Do what? Ed. I. get 
|T JT^ I the sewing kit. leave that 

room, close the door behind 
you and leave the other room. Now go 
to the bridge and, without letting the 
captain see you, move the switch on the 
right-hand side then quickly run to the 
lifeboat and jump In. As soon as the 
lifeboat hits the water you must wear 
the wig, rub in some more sunscreen, 
eat the dip, then wait 10 days till you're 
on the beach. 

-tfj^B lf you head east you can have 
fW some fun but be sure you've 
^ Tf saved your game first as you'll 
.vifc?l need to restore it - yes, fun in 
the fatal manner. Instead go south into 
the vegetation and get a flower. Find a 
gap in the vegetation and go to the 
restaurant, talk to the man, sit yourself 
down, get the knife at the buffet, leave 
the place, find a gap again which this 
time takes you to an empty guest room 
where you get some soap and some 
matches. Loave here and go to the 
barbers where you sit down. Make sure 
you sit the right way up, 'cos silting 
upside-down in a barber's chair is not to 
be recommended. 

After leaving here you should 
wait, then go west to the 
1 nuddy beach, get the bikini 
Y% bottom, head east and south, 
wait, leave the restaurant, wait again 
then go to the guest room. Go to the 
dressing area near the window, wear the 
bikini (mmm, nice), put your money in 
the bikini, leave, wait, sit down in the 
barbers again. Leave the barbers and 
wait, then go east till you can change 
clothes at the end of The cliff, drop the 
flowers for the men by the door and 
enter the aeroporto, 

M^^/f Co west then north and sit 
rW down outside the barbers, but 
f . iT when the woman appears 
. F^f don't go with her. Go east 
twice, hand over your passport, east 
again, get the baggage until you find a 
bomb. After the explosion buy a ticket, 
go east, show your passport again, go 
east and east again, look around and 
read the sign. Order a blue plate special 
and when you get it you can get the pin 





- though you should eat the food first to 
discover the pin. Look at the machine, 
get the parachute, go north, take the 
pamphlet, give the ticket and go east. 

Once you have sat down, get 
the bag then give the 
, Tv pamphlet to the man. Stand 
up, go east, wear the 
parachute, use the pin on the right-hand 
side of the screen, push the handle and 
open the door. It might Then be a wise 
move to open the parachute. Use the 
knife, look at the ground, get the stick, 
crawl under the bushes, go south, use 
the stick near the anaconda, go east and 
look. Watch how the monkey walks and 
walk over the strange pattern. 

This takes you to the east, but 
you can also walk through the 
water provided you've saved 
(Ji your game first. Watch the 
screen after you'vo first swung a vine, 
then swing the next vine and so on. You 
should swing a vine three times, Then 
release the vine, get the vine, go east 
and wait while you read the messages. 
Go south from the rock, then east, get 
the ash, go back to the rock (avoiding 
the edge), throw the vine in the tree, go 
north, throw the ash at the ice, go north, 
put the bag in the rejuvenator, light it, 
throw the bottle in the volcano, enier the 
elevator and sit back and watch the very 
long end sequence - for once, one that's 
more than just a token gesture. 
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SQUEEZY TIPS 

Next month on Blue 
Michael, we'll be 
showing you how to 
make your own adventure 
generator using a squeezy bottle 
and seven square metres of sticky 
back plastic. Meantime, keep 
those letters and flea collars for 
Jack the cat coming in. Oh and 
hints, tips, cheats and other lovely 
revelations about your favourite 
adventures. Write to The Man 
With The Beard And A Collection 
Of Children*' TV Show 
Memorabilia, Adventures, 
ZERO, 14 Rathbone Place, London 
W1P IDE. Bye-bye) See youl 
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520ST-FM SUPER PACK 



ATARI 
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1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 
Artusnotd II Imagine 
Beyond Tht Ice Palace 
Black Lamp 
Buogy Boy 
Chopper X 
Ikari Warriors 



Elite 
Fuebird 
Elite 
Mascenronlc 
Elite 

Marble Madneu Electronic Arts 

Quad fat ten Logo If on 

Ranarama Hewson Consultants 

Return To Genesis Firebird 



Road wan 

Slarquafce 

Teal Drive 

Thruat 

Thunflercats 

WUball 

Xanon 

Zynaps 



Melbourne House 
Mandarin 
Electronic Arts 
Firebird 
Elite 
Ocean 
Melbourne House 
Hewson Consul la nts 



C19.95 
£19.95 
£19.95 
£19.95 
£9.99 
£14.95 
£24.95 
£19.95 
£19.95 
£19.95 
£19.95 
£19.95 
£24.95 
£9.95 
£19.95 
£19.95 
El 9.95 
£19.99 



'To Sup* Pack it ideal ti* »ou It you av* Id oh o" Id • "r«g elan 

•W Dw Ml m enlanammern Ktaarr The Pace «cMM • KOST.ru 

•it iMO RAM * t-,in-*. 1MB oaa Onve. oom la» ol rop gima and ■ 
iwMtn II r&u t»i» f* Peck at S*ca Stop m wiumiu m" S* 

5un» t|« {-orth o-o> DA 0" Crarge f «xjpo-i Ira oelnifl 




INCLUDING VAT 



SPORTS SIMULATIONS 

Eddie Edward* Super Ski Elite ttM5 

Second! Out Tyneaott £19.95 

Summer Olympiad W Tyneaotl £19.95 

PRODUCTIVITY SOFTWARE 
Organiser Triangle Publishing £49 95 

JOYSTICK 
Atari CX40 Joystick Atari Cor p £4.99 

FREE ATARI BUNDLE VALUE:£458.97 



Wilh SM124 mono monitor: £498 » With SC1224 colour monitor: £698 ::': 



1040ST-FM PROFESSIONAL PACK 



NOW WITH TV MODULATOR 

For the serious noma user and the small business, we are 
(■eased io announce a new package based around the 
IQAOST-FM. The 1040ST-FM nee 1Mbyte "»M and a 
'Mbyte buill-m d>sk drive In addition, me tOeOST-f M 
now comes with a TV modulate buHl-ln fThe previously 
available 1040ST-F was designed tor use with a monitor 
only and d<d not come witn a modulator ) This moOulalor 
snows m* 104OST f to be plugged directly into any 
eunvostic TV eet. and comes complete with a wad to 
aikiw you lo do so ine new 'Proraeaional Pecfc' from 
Silica includes ine new lOAOST-FM wmt modulalor plus 
•our hign Quality software packagea including a spinad- 
*hee) database, woid processor and p'oocsnvnmo. lang- 
uage This 'Professional Part' software will enable you to 
oei straight down to business with your new computer. In 
addition to this software Iwortn £364 84). il you buy the 
r>rate*sional Pack trom 5ll>ca Shop, you will aUo receive 
tns Silica ST State* Kit (worth over £200). Free Ot 
Charge Relum me coupon for further information 

£499 




ATARI 1040ST-FM (Compule-i £499.99 

VIP PROFESSIONAL fSpread.ho.il £149.95 

MICROSOFT WRITE (Word Processor) £149.95 
SUPERBA5E PERSONAL iQatabese) £59.95 
BASIC DISK & MANUAL (Language " a -98 



INCLUDING VAT 



With SM124 mono monitor 



With SC1224 colour monitor: £798 



NORMAL RRP: £884.82 

LESS DISCOUNT: - £385.8? 
PROFESSIONAL PACK PRICE: £499.00 



2Mb & 4Mb MEGA ST 



The MEGA ST computers are styled as ss lightweight keyboard with a separata CPU. 
connected by a coiled telephone style cable There are two versions ot me MEGA ST. 
one with Mbytes of HAM and ine other wiin aMbyie* Each version has a tMbyw 
double sided disk dnve Duei-m to me CPU unit The MEGA ST* do not come win 
"oduiaior bum i" and must therefore be used enin a monitor VVrtn every MEGA ST 
purchased, we will add the Professional Pack' software (worth DM 83i detaHad 



above phis the SJ- 
<* 5T Starter Kit 
leonn over I?00| 
bath Tree Of Charge 
Return (he coupon 
lor further details 



2Mb MEGA ST 

£899 

• mono monitor - £998 

• colour monitor ■ £1198 



4Mb MEGA ST 

£1199 

' mono monitor ■ £1298 
colour monltor : £lrt98 




DTP Pag eStream £149 



■VAI 
£17135 



Oetklco PuMohnB (DIP) a one of Wat Sudan prow**) aapftcatlora lor tamma! 
computer* wn are pkajeed to annnnoa a powerful o* coal package lor ovt Ala" ST 
catao f-agaSkeanv "eoaSt-aam neat only C'«e (-VAT .f iTt.Ml and. been* il 
■Kii nmn an Atari iQaoST and a twiuoha SP tSOAi pnna». you can Da up anO 
wing with a corns** aystem «jt Mai ewr PO0Q Soma of a>» fealuna of 

BaoKSlrown Bra IraM tu til right It you wmiM Ska further mlormaUcrt On IN* 

OOQum, axnpaa* and naum the coupci taUnr. tkAinrj 00 OTP bo* Hi lha comer 



- TOI.nO* ABOUND GdAPWCS 

• ROTATION Of Till 4 ORAPtaCS 
■ StANT O". TWIST *N» OBJfCI 

- PosTacne«T cOMPAneie 

• IAO FUNCTICml 

- aUTOWMUAL MEnNSMO 4 HTPHENAIION 

• aiouPiNO o* oajecTfi 



The range ol Alan ST computers otters something for everyone from the games enthiaiast 
who wants the challenge o' the very beat m arcade acton, to Ine Dus-nessman who wants In 
make financial forecast* or faultless presentations The ST often high quality graphics 
sound and spaed for the gamer, whiisl providing e last usei friendly and affordable solution 
to business The ST is now 'irmly etiabtisned m the home environment and boasts a wealth 
of users in education, local government, television, and a variety o> different busineue* 
Software lor the ranoe stretch** to cover application* as diverse as ENTERTAINMENT 
ACCOUNTS. ART. COMMUNICATIONS. COMPUTER AIDED DESIGN. DATABASES 
DESKTOP PUBLISHING. EDUCATION. MUSIC. PROGRAMMING. SPREADSHEETS. WORD 
PROCESSING and more F01 a lull list ol the software available, as wen as details of the ST 
range, complete and return (he coupon below «i»—onw— amaiwtnw face: 



520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 




The value 'or money ottered by the Atari ST range Is reflected m (he Explorer Pack 
leatunng Ihe 520ST-FM computer with 512K RAM The 530ST-FM computer now 
comes with a built-in t Mb double s-ded disk dnve ss well as a tree mouse controller 
and a built-in TV modulator The new 520ST-FM Eaploror Pac* includes the 520ST- 
FM computer, the arcade game Ranarama. a lutonsl program and some useful 
desktop accessories In addrtion. i* you buy ihe Eapkirer Pack from &l>ca. we will 
give you the S.hca ST Starter Kit worlh over £200. FREE OF CHARGE Return the 
coupon lor details of our Starter Kit and o< the full 5T range 

£260 




+VAT= 

£299 



1 SM124 mono monitor: £398' 



• SC1224 colour monitor £598 



WHY SILICA SHOP? 



Bean yni OKiOa Mian to cur rem new Atari ST 
comiuk* *r luggaw »ou conadar <ery carefullj WHERf 
|Ou buy 4 There are MAN* companta* eho can offer 
you * coeipuBir. a lea paipr , eraU ird the lop ?i *e>irq 
una* There ant 'EWEB companea aha can oner a wde 
range ot proOuca Kn iwui COfhCular ana aipen arrnce 
anil "alp Then you need il There il ONL» ONE 
company who can the large*! ranga Ol Atari ST 

waiM coaxts in lha ua. a lull tme Asan ST special** 
lacnncal nalpane and o-dapth aflat sale* lupporl. *X- 
lurnrg free neisleBBrs and brocnt^e* Otlnerad in ynw 
door Mr as WO a* IC* reoun attar you purchase your 
ciimpjtar Thai one company is Silica Shop We "are 
bean established » Ow home compu*a> **uj lor Ban yean 
wen an annual tumoter <~ aicaai o* U miner and ca" 
new Claim IQ meat our customer* requirements we> an 
accuracy and i^iOerjtandmg **ikji a saccrd M none 
But don I fjtl la<a our (aorrj to* il Complelo ana relum 
tie coupon Data* tor ou> laMsi kssralure and Begin to 
eaparwnce lha S«ca Shop sproaim tarvce 



SH.<CA ST/Ulttfl KIT: Worth w ODD !«([ 

•nn Biwy Atari 5T compute! Bought Irom Snca 

PROfESSJONAt MCX- free Outran act-err 
wan >9*06T FM and MEGA ITS bought ' ' ~ S*"* 
OfDtCATtD aVtrlCMC' ' lumme am- 

*ta« min (Bar* & eiperienca on Aran *erxci»fl 

TVAT 1AM STOCX HANOe Ail o> *oo' Man 

(■ejaneMet Mel cw place 

AfTTM SALCS SUPPORT: 'he *ia»l at S~c* are 

MMicateO lohaVrCugal Dwtwel nmr S' 

net CATAlOGue* Ma-ae ilirect Hi tour home 
a* tnr a* n p^mt itwm laaiunnq) iinW* a* w 

at ail ^tl trip rei t#ir«w^ 

Hill OVERNIGHT OfLIVmr On all hardeai- 

omer* uxeina mowi lha U*t mamienO 

PtBCr MATCH mOM I Sf - wa maun o-v> 

etnor* v a sane otaua tame ■ - n« > < 

ntte ncHMrcAj. MtLnrng. • at i-« ne~ u i 

Ataii wcrntca anperl* ah>Bt* Il rou> waio 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 



DO YOU OWN AN ATARI ST? 



* ion already own an Alan ST computer and ■routd »«• to be rsajtstered on ou* mailing Its! as an 
ST user, let us know We will be paaaaad 10 send you copies of our pr-cs l<aa and ne-siettet* 
'BEE 0* CHARGE a> tne* Become avsMahip Complete Ihe coupon and peauff it to our S>dcup 
Manch ana beam eapenencmg a speCMlrsi 5T service I hat is second lo none 



ihca Shop Lto ZERO 1 1-4 The Mews. HalhettBy Road. Sidcup. Kent. DA14 

PLEASE SEND FREE LITERATURE ON THE ATARI 



14 40x\ 

I ST I 



SILICA SHOP: 



Mr/Mrs- 'Ma 



Address. 



Imti.ilj 



Surname 



SIDCUP (& Mail Order) 01-30B 1111 

1-4 The Mews. Hatherley RoaO. Sidcup. Kent. DA14 4DX 

OPEN. SA' ■J.-i-j AVm. t ATI NIGHT hHIVlA\n.im ,i-r 



LONDON 01-580 4000 

5P Tottenham Court Road. London. WIP OBA 
OPEN: WON-SA T 9 30*m 6 OOptn LATE NIQMT: NONE 



LONDON OX-629 1234 ext 3914 

SellndQBS 1 1st floor). Onford Street. London. WIA IAB 
, OPEN: VON SAT 9mm - 6 OOpm LATE NIOHT: THURSDAY 9mm ■ 8pm 



Do you alroaoy own a compuier 
II so. wntch one do you own' 



D TP L-J 




I 1 1 S«nd all your old crap to 
>wT| Ylkest, ZIRO, Denni* 

** J Publishing, 14 Rathbon© Plato, 
London W 1 P IDE - there might even bo a 
rather super fro* 'gift' In It for you. 



Yikoi I would like to draw your 
attention to something extremely 
important spotted in the book of 
prophecies by Nostradamus. Here's the 
listing that excited us SO much: 

"1990, and the quality of sound will 
become easier on mo ear. The King with 
three names shall be delivered from his 
throne, after four uneasy yean". 

•What on earth was he going on about?' 
we hoar you scream. Well, we'll translate 
it for you: The King With Three Names is 
the nub here. Who could he have boon 
thinking of? We got an expert on the 
blower and were told that Nostradamus 
was actually refering to Stock, Aitken and 
Waterman. Three names. Crikeyl So with 
that sorted, we were able to piece the rest 
of the thing together and what it basically 
ends up saying is this: "In the year 1990, 
Stock, Aitken and Waterman are finally 
going to 'go down the dumper. "' 

Hooorahl Anyway, we thought that this 
fantastic piece of news deserved a 'little' 
bit of coverage; so Yikesl this month has a 
'special' featuring a breakdown of the 
stars hatched by this multi-talented prod- 
uction team and an in-depth interview with 
Pete Waterman, its most vocal member. 

HIGHEST JOYSTICK 
IN THE WORLD 

■jjgpr-vgggjggj Joe Farthing, from Dorking in 
M Surrey, wrote to toll u* thai 

H M he'd taken his Qukkjoy III to 

tim LW Paris with him over the 

JJJf Christmas period with the 
gj express purpose of snapping it 

ll ^ ot me top of the Eiffel Tower. 

1 However, disaster struck. He 

■^-__e#_| got up to the 'first storey' {the 
■■MMMMMMMTJ bit with the giant hole in the 
middle of me floor) and balanced me joystick on 
the railings. The intention was to get pictures 
from the different levels of the Tower, but os he 
was 'framing up' the shot, o gust of wind caught 
the stick and sent it hurtling down to terra firmo. 
He's pleaded with us to believe him, but you alt 
know the rules - no photographic evidence, no 
tetter luck next time, Joe. 

ZERO 



STAR FACT FILE 

THIS MONTH: STOCK, AITKEN AND WATERMAN 

Stock, Aitken and Waterman have been instrumental in bringing us 
numerous 'stars'. In fact it's said that they have a 'stable', but this 
isn't really so: what they actually have is a galaxy. A vibrant and 
colourful galaxy. A galaxy of talent, wonder, diversity and personality. A 
galaxy stuffed so full of stars that it promises to fold in on itself and turn 
into a black hole (which is what Nostradamus seems to be predicting). So, 
before it does disappear, let's take one last look... 




Kylie Minogue: the big one. Woll. 
actually she's only about two 
foot five. Gorgeous Kylie has 
appeared in all sorts of crap Australian 
soaps - from humble beginnings in The 
Henderson Kids to a plum part in 
Neighbours. However, Australians 
absolutely hated Neighbours so it didn't 
look as if mega-stardom was on the 
cards for poor Kylie - until the 
programme took off over here in Blighty, 
that is. Suddenly 400 trillion people 
knew who she was. She was a 
diminuitive, plucky and rather tasty 
'sheila' who could flutter her eyelids and 
wear a pretty dress. And she could 
mend a car as well. She was Charlene 
Ramsay of Ramsay Street. Hoorah! Her 
adventures and exploits had the nation 
on the edge of its collective seat as. 
every day - just before the six o'clock 
news - something 'unexpected' 
happened to her. And then, all of a 
sudden, she made a single which 
zoomed up the 
charts to number 
one. And then she 
released another 
single. And then 
another. And then 
another. Kylie was 
definitely here to 
stay and it was all 
thanks to Stock, 
Aitken and Water- 
man. Hooray! 




J 



ason Donovan played 
Scott Robinson in 
Neighbours ~ he was 
married to Charlene Ramsay. 
Unfortunately, because 
Charlene had become 
famous as a 'popstrel' in 
England, Scott now didn't 
seem to spend any time with 
her on screen. One moment 
they were a happy couple, 
sharing each others lives and 
the next, Scott was as good 
as single again. He wasn't 
very pleased by this {and 
who can blame him?), but he 
didn't really know what to 
do. He could have a bash at 
becoming a pop star as well 
but there was one major 
problem - he couldn't sing 
for toffee. He couldn't dance, 
either. "It doesn't matter." 
said Pete Waterman when 
this subject was broached 
over the telephone, "neither 
can Kylie." And so. spookily, 
Scott Robinson started 
appearing less regularly in Ramsay 
Street, just like Charlene. He was as busy 
as a bee elswhere. you see - in the 
British pop charts. He was back with 
Kylie again. And it was thanks to Messrs 
Stock, Aitken and Waterman. Hip hooray! 




Sinitta never appeared in 
Neighbours, which was a bad 
move on nor part. However, to her 
credit, she did once appear in the West 
End stage production of Mutiny On The 
Bounty with David Essex. Not quite the 
'draw' of Neighbours, admittedly, but 
better than being in Mother Goose on 
Worthing pier with Christopher Biggins 
as co-star. Anyway, there was 
something else in Sinitta's favour - it 
was a quality much admired by Mr 
Stock, Mr Aitken and Mr Waterman - jt 
was a quality that Jason Donovan had in 
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abundance: it was ihe ability to be not 
very good at both singing and dancing. 
And so Sinitta was thrust onto an 
unsuspecting public. With her shrill 
voice, musclcy legs and 'stimulating' 
dance routines, the music charts had 
never had it so good. 

h he Reynolds 

Girls. Ah. what 

memories. What 
lovely, bubbly little 
creations these girls 
were. They were 
plucked from total 
obscurity, and given 
a song (in which they 
announced to tho 
record buying public 
thatthey would rather 
•Jack' than 'Fleetwood 
Mac"). It looked like a 
'from rags to riches' 
story was on the cards for the buxom 
belles, until they made a silly mistake... 
they got a little bit too big for their 
boots. "We're the new Beatles," they 
proudly proclaimed, "except there's 
only two of us and we're not blokes." 
Stock, Aitken and Waterman decided 
that maybe, just possibly, they might 
have made a teensy weensy little 
'mistake' with this particular 
experiment. And so, unfortunately, the 
unit known as The Reynolds Girls was 
quickly and quietly 'closed down'. 

Sonic emerged. She was both of 
the Reynolds Girls rolled into one: 
but she'd been programmed more 
effectively. "Don't forget who butters 
your bread."she'd been reminded by 
Pete Waterman, and so sho didn't forget 
- every time she was interviewed she 
would mention 'Pete' the regulation 18 
times. "Oh. Pete's absolutely brilliant." 
she would enthuse, relating for the 50th 
time the story of how she approached 
him at a Hitman And Her party (and 
sang him a song). "He thought it was 
brilliant," she 
chuckled, "but 
I just thought 
ho was even 
more brilliant. 
I wouldn't be 
here without 
Stock, Aitken 
and Water- 
man." Indeed 
she wouldn't. 
Hurrah! 



B 




onanaroma, They're in the 
record books: the most successful 
all girl singing trio anywhere in 
the entire history of the world. It's a fact, 
and it's all thanks to Stock, Aitken and 
Waterman who rather 'coined it', as 
they say. Everyone concerned made 
loads of monoy. Yes. the girls have 

certainly come a 
long way since 
their humble 
beginnings with 
Fun Boy 3... but 
where are they at 
the moment 
though? Everyone 
thought that when 
Siobhan left, she 
could simply be 
replaced and 
things would carry 
on much as before 
- but it doesn't 
seem to have worked quite as smoothly 
as that. Luckily for the 'Rams though, 
the Japanese don't seem to have 
twigged that one of the girls has been 
changed. So that's where Bananarama 
are now - happily gigging in Japan. 



ig Fun That's what you would 
get if you gave all three members 
of Bananarama a sex-change 
operation. What a brilliant idea. Vou 
don't just get one or two people who 
can't sing or dance together, you get 
three. Just like the 'Rams, but blokes. All 
you do is give them a fairly simple 
dance routine and once they've learnt it 
they can do it again and again - on all of 
their videos. And it worked like a dream; 
"Don't blame it on the sunshine, don't 
blame it on the moonlight, don't blame 
it on the •***, blame it on Stock, Aitken 
and Waterman." Another cheer for the 
lads - if Nostradamus is right, they'll be 
sadly missed. Hip hip, hooray 1 




★ DEREK, NIGEL, JONATHAN AND ALAN ★ 





Derek: Well, we was just sitting there 
drinkin' scrumpi an' 'avin a sing song... 
Nigel: That's raight - an' then suddenly 
this bloke comes up to us and says do 
we want to make some money? 
Jonathan: An' Alan says '"Ere, ain't you 
that Stock, Aitken an' Waterman bloke?" 
Alan: That's roight - an' he just looks 
back at me an' says "Yeah, that's me, all 
roight. Oi'm Pete Waterman"... 

Sparhly Jacket* by TOP MAN, O.fo-d Clrcui. 



Derek: Except 'e didn't say it quoit like 
that, 'cus he's got a London accent, see? 
Nigel: That's roight. But 'e signs us up 
an the spot. We're 'avin a special song 
wrote for us, an' we're 'avin danssin' 
lessons. We're goin' on Top Of The Pops. 
Alan: Yup. The lods on the harm are 
roight jealous, oi can tell you... 
(That's enough about Derek, Nigel, 
Jonathan And Alan, Cd.) 
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THE ANSWER TO 
YOUR DISK 
DUPLICATION 
PROBLEMS 




CARTRIDGE CONNECTS TO 
PARALLEL (PRINTER) PORT 

ON BOARD CUSTOM LSI CHIP 
MAKES THIS UNIT EXTREMELY 
SMALL & EFFICIENT. 



ONLY €34.99 

COMPLETE HARDWARE/SOFTWARE 
PLEASE STATE ST OR AMIGA 



^ SYNCRO EXPRESS IS A HIGH SPEED 
DISK DUPLICATION SYSTEM THAT WILL 
PRODUCE COPIES OF YOUR DISK IN 
AROUND 50 SECONDS!! 

^ Syncro Express requires a second drive & 
works by controlling it as a slave device & 
ignoring the ST or AMIGA disk drive con- 
troller chip whereby high speeds & great 
data accuracy are achieved. 

y Menu driven selection for Start Track/End 
Track - up to 80 tracks. 1 side. 2 sides. 

^ Very simple to use, requires no user 
knowledge. 

V Also duplicates other formats such as 
IBM. MAC etc. 

f» Ideal for clubs, user groups or just for 
your own disks. 

v No more waiting around for your disks to 
copy. 

V Probably the only duplication system you 
will ever need! 



LATEST CUSTOM LSI CHIP TECHNOLOGY 



y By using an on board custom LSI Chip, Synchro Express has the 
power to transfer an MFM image of the original disk directly to 
your blank disk - quickly, simply and without any user knowledge. 
One external disk drive is required". 




SYNCHRO I 
SYSTEMS 



IS AVAILABLE FOR BOTH THE ST AND AMIGA 
STATE WHICH REQUIRED WHEN ORDERING 



If you don't have a second drive we can supply 
SYNCRO EXPRESS together with a drive for 

ONLY £104.99 (AMIGA) 
ONLY £119.99 (ST) 




POWER 

BY 
DESIGN 



MANUFACTURED IN OUR EUROPEAN 
FACILITY USING THE LATEST 
SURFACE MOUNT TECHNIQUES • 
SYNCHRO EXPRESS IS WARRANTED 
FOR 6 MONTHS AGAINST 
MANUFACTURING DEFECTS. 



WARNING 1988 COPYRIGHT ACT WARNING 

|j.tt<-l KI«i ironir* nrllhrr inmhinro or mullah"*"* the w*r ■ if d '*• pnxliiriH [ur Ihc 
rvprttUurtlitn nf inpyMHht nmlrn.il 
Tin- li.ii k up luiiliim "1 this pn*lui 1 tire di-slftiHtl in rvpnnl(i«* "iilv BOAWWT Mich 
l»ilil« (litnttilrt 111.1i1ri.1l ilir u*rr* in»n pr*u;rjins nr wiltwnrr whrrr in*rnit«lini M 
ntnkt) • bocfc-tiji bcm < learly mv>*n 

It i* tllifijl lii niiki rnpii-s. pVCfl lm v«uir «iwi» list*, of rupyrl|<hl nt.ilrri.il. willmiit Hi 
prrmiitiiiii nl the t»p\ni!lii OWnOf. tir llicir lurm .. 



ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER ... 



IY PHONE 

0782 744707 
24 hr Credit 
Caid Line 



BY POST 



Send chequea/POa made 
payable to 
Datcl Electronic* 



FAX 

0782 744292 

UK ORDERS POST rKFO 
EUROPE ADD £1 
OVERSEAS ADD L3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 



CALLERS WELCOME • Pleaae reaenre goods by telephone prior (u vlalt 




DATEL ELECTRONICS LTD.. FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON. STOKE-ON-TRENT. ENGLAND. 


SALES ONLY 
0782 744707 


TECHNICAL ONLY 
0782 744324 



SYNCHRO 
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£ BUILDING TIPSifi 



NOSTRADAMUS ALSO 
PREDICTS... 

We've got our 
'expert' back on the 
dog and bone to 
check out and 
'translate' some other 
Nostradamus 
predictions. We then, 
er, translated the 
translation. 

Nostradamus: 1990 will find a 
threefold birth. Where, I cannot 
say, but a miracle has occured. 
Many will witness the event. 

Translation! In 1990, someone 
very famous will give birth to 
three children. But it will be a 
surprise birth in some way. 

Our translation: Gail has 
triplets in Neighbours. 

Nostradamus: He is a man 

whose smile can kill at a merry 
pace - it is a crooked mark, to 
be sure. But this is the dawning 
of a new age - and the smile 
shall be forcibly removed. The 
hollow laugh of the Tyrant shall 
sound no longer. 

Translation: Dawning of a new 
age means the year 2000 or 
thereabouts. And we've got a 
man who is insincere in some 
way. He'll be overthrown. 

Our translation: Jonathan King 
will be asassinated. 



by ROBERT McALPINE JUNIOR 



Hello there. Apparently there's 
not a lot of space this month, 
so I've been asked to keep 
things short. Actually, this suits me 
down to the ground as I'm having a 
few problems at the moment - legal 
problems. I've got some legal 
people breathing down my neck 
about a garden wall I built three 
years ago - and I could be in quite a 
bit of trouble if my lawyers can't 
come up with a good counter attack. 
Here's the problem... 
When I build a wall, as you'll know 
if you're a regular reader, I tend to 
pay a lot of attention to the 
foundations. I believe in going down 
deep. If you want a wall to last you 
have to make sure it's unmovable, 
after all. Well, on this job three 
years ago, I really went to town. I 
hired quite a bit of expensive 
equipment and took the foundations 
to 200 feet below sea level. I made 
them wide, too - much wider than 
the actual wall itself. 

Also, as well as using brick, I 
strengthened the whole structure 
with concrete and steel mesh. The 
trouble is that the person I did the 
job for sold his house last year and 
the site was earmarked for office- 
block development. And guess 
what's stopping the offices going 
up? That's right: my wall. The 
foundations are stopping the 
electricity, water and gas pipes from 



being laid. The extra manpower and 
plant needed is going to cost the 
construction company concerned an 
extra £80 000. And the contractors 
are trying to get the money off me. 
You see my dilemma? I'll keep you 
posted as things develop, but before 
I go for this month, there's just room 
for a letter from Stewart 
Lawrence-Smith of Notting Hill in 
London. He's been kind enough to 
share a gardening tip with us. 

Dear Robert 

This isn't quite a building or demolition 
tip, but I feel it's pretty close. It's a 
gardening tip - a tip on weeding, to be 
precise, Here it is: when pulling up 
stinging nettles I find it's worth, using a 
pair of tweezers, pulling out each 
individual "stinging hair' from the stems 
(and from underneath each of the 
leaves). Although it takes ages, once 
you've finished the job, there's no 
danger of getting stung when you bung 
everything in bin-liners. 



----- 



Well, that's quite clever. 
Up until now I've been 
wearing one of those 
old-fashioned diving suits (and the 
helmet), but I'll certainly give your 
method a go when Summer comes 
around. And don't forget - there's a 
prize waiting for anyone whose tips 
I use, so write in. See you next 
month (if I'm not in prison, that is). 




ASTRONOMY 



CORNER 

Professor Bernard Nebula 



So obviously Stock, Aitken 
and Waterman are more 
important than me, as I've 
been told to keep this short. 
Okay then, you'll just have to 
wait a whole month to find 
out the staggering news I've just been 
told by Heather Couper, won't you? In 
fact I may even decide not to impart 
what I know at all. Oh alright, I'll give 
you a clue: I can't keep it to myself. It's 
got something to do with Patrick Moore 
and Claire Rayner(l). There, 
that's all I can say for now. 
Honestly - Stock, Aitken and 
Waterman. I mean to say... 
who cares? Who are they 7 
Anyway, soe you next month. 
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PETE 
WATERMAN 




Yikes!: Hello. Put us through to 
Pete Waterman, will you please? 
Sue: I'm sorry but I'm afraid 
you've missed him. He's gone to Japan. 
Yikes!: Erm. Er, urn. We, er... Oh. Did 
you say Japan? 

Sue: Yes. He won't be back for a month. 
Yikes!: Oh, dear! Okay, thanks Sue. Bye. 

So, this was destined to become the 
shortest Yikes! interview to date - as 
there wasn't enough time left to arrange 
another one. But, seeing as we had all 
the questions ready it seemed a shame 
to waste them so we decided to go 
ahead and answer them ourselves (in 
the way Pete Waterman probably would 
have). So here we go - the Pete 
Waterman interview... {tan taral. 

Yikes!: Hello Pete. Urn did you 
know that Nostradamus has 
predicted that you're going to go 
down the dumper this year? 
Pefe: Yes, I did actually. 



Every month, Yikes! gets on the blower and talks to an 
'extremely famous mega-celebrity'. Um, who could we do 
this month? Well actually, the choice was obvious: i.e. the 
mouthpiece of Stock, Aitken and Waterman - namely Pete 
Waterman. So we got out our phonebook and contacted Mrs 
Mabel Poopdeck of Plaistow, who gave us the telephone 
number of Pete Waterman's personal assistant, Sue. (You 
have to get through Sue before you can speak to Pete, you 
see.) Anyway, here's what happened... 



Yikes!: Eh? Oh. You weren't really 

supposed to say that. 

Pete: Well what on earth was I 

supposed to say then? 

Yikest: Erm. well, "no" basically. Um, 

well anyway, so what do you think of his 

prediction then? 

Pefe: Not a lot , really. 

Yikes!: You're not worried then? 

Pefe: No. He's not exactly renowned for 

his blinding accuracy, is he? 

Yikes!: Well, he got the Falklands war 

right. And Mark Thatcher getting lost in 

the desert. 

Pete: No he didn't. 

Yikes!: Yes he did. 

Pete: No he didn't. 

Yikes!: Yes he did. Um, about Big Fun. 
Erm, we don't quite know how to put 
this, but "why"??? 

Pefe: I just wanted to prove that three 
total gimps who couldn't dance or sing 
could make it into the charts if they had 



Um, about Big Fun. 



'why"??? 



the right songs and the right backing. 
Yikes!: But surely you did that with 
Bananarama? 

Pete: Yes, but they were girls. I wanted 
to prove that you could do it with blokes 
as well. 

Yikes!: Explain the Reynolds girls. 
Pete: No. I don't want to talk about 
them. 

Yikes!: Fair enough. Kylie Minogue 
then. Urn, did she approach you 
originally or was it the other way 
around? 




Those Bros boys are lik< 
that, you know. 



Pete: She actually approached mo in the 
first place. It was years ago. Funnily 
enough, I told her to bog off to begin 
with, but then somebody told me she 
was in Neighbours, so I phoned her up 
and told her to come back. 
Yikes!: Is it true that during the filming 
of the Do They Know It's Christmas? 
video. Luke Goss cracked one of the 
blokes from The Pasadenas across the 
back of the head with his drum stool? 

Pete: Yes 
I'm quite 
surprised 
you got to 
hear 
about 
that: he 
actually 
knocked 
him out 
cold, as it 
happens. 
Mind you. 
those 
Bros boys 
are like 
that, you 
know. Any 
chance o' 
a bit of 
aggro and 
they'll wade in with arms flailing. 
They're the most violent twins in pop. 
Yikes!: Are there any other stories of 
violence behind the scenes' 
Pete: Yeah, loads. Sinitta for instance - 
talk about psycopathic behaviour. And 
she's quite capable of handing out 
bruises, believe you me. Jason Donovan 
once took a hiding of a lifetime, just for 
putting too many sugars in her coffee. 
Ha7el Dean's another terror. So is Rick 
Astley. Awful. 

Yikes!: Why do all your songs sound 
exactly the same? 

Pete: Because they are the same, that's 
why. We just nick different melody lines 
from here and there and stick them on 
top of a standard backing track. 
Everyone knows that. Nobody seems to 
mind though and it makes our job a hell 
of a lot easier, 

Yikes!: Is there anything you'd like to 
say in case Nostradamus' 
prediction does really come true? 
Pete: Not really, no. 
Yikes!: Oh. Well, thanks anyway. 
Bye bye. 
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ZERO 




✓ Full compatibility with all Atari ST 
models, Amiga 500 & Amiga 1000 

✓ Top quality drive mechanism 

✓ One megabyte unformatted capacity 

✓ External plug In PSU (Atari ST) 

✓ Throughport (Amiga) 
Very quiet 

✓ Slimline design 

✓ Colour matched to computer 

✓ Long cable for location 
either side of computer 

✓ Full 12 months guarantee 



Don 7 forgeTwi prices shown 
include VAT and delivery 



AMIGA VERSION ONLY 





including VAT and delivery 



AATARI Hardware Offers 



520 STFM POWER PACK 

Amazing value package from Atari! Includes 520STFM win 1M> inlamal dnve. g.imos 
joystick, mows*, user guide, S disks ol public domain software, plus an Incredible selection 
or cbarl-topplng software (over £500 RHP in total t) Software incaxJes 

% £339.oo 

only Inc VAT & delivery 



BTypo PacmanU 

Alt.rr.imor Sarr>»( 

Double Dragon Super Hue* 

Super Hangon Omw 

Swco Harrier Ptea*a> 

Overbndef BamPja c* 



Oul Bon 

Xanon 
Gaurrti* I 
BUr* Lamp 
Starrsy 



'A. l , J.. 

rt-.i Muiic 

fill Ba,i 



520 STFM SUPER PACK 

Grvol value package, comprising of a 520STFM with 1Mb Internal Onve, games joystick, 
mouse, user guide, plus 21 antra software bites (£450 total RRP> I 

•* £31 9.oo 

Inc VAT & delivery 



MaitM Maoreu 
Beyond Ice Palace 
• • • 

Summer C*yrrpi.ii1 
AiVanokl D 
Eddio Edwann Ski 
nan Wanton 



To-,: r.-rvu 

Booty Bo, 

Xanon 
mi ti 

Seconds Out 
Zyraos 



Chopper > 

• : i 
SI annum 
Geno&s 
Black Lamp 
Thrust 

Organiser Buuiflu Swaro 



1040 STFM 

with 1Mb drive. 
1 MO HAM. plus 
builHn TV modulator 

£399.00 


1040 STFM 
HYPER PACK 

Inc. Hyper Paint'. 'Hyper Draw*. 
'First BASIC* plus 'Onjanlser* for 

£429.00 


1040 STFM 
SUPER PACK 

inc 2t vware titles ana joystick 
(as wi'.n aoove 520*31 package] 

£429.00 


520 STFM EXP 

512K RAM. 1Mb 


LORER PACK Package 
Drive and built in TV modi 


includes 520 STFM with 
ilator £259.00 



520 STFM 1MEG (nlemal drive upgrade kil wilh hill instructions £74.95 

520 STFM 1 MEG memory uprade kit, requires soldering , £79.00 

520 STFM 1MEG memory upgrade titled by us £109.00 

1040 STFM Hyper-Super Pack: combines extras supplied with 

1040STFM Hyper Pack and 1040STFM Super Pack all tor only £469.00 

Mega ST1 with mono monitor £599 00 

Mega ST2 with mono monitor ••• £849.00 

Mega ST4 with mono monitor — £1099 00 

SM124 high resolution monochrome monitor £1 19.00 

SC1224 colour monitor £2 ?9 00 

MognWe 30Mb hard disk „ ,™ £439.00 

Vortex HDplus 40Mb hard disk £499 00 

5.25" External 40/80 track drive (36O/720K) IBM compatible £99.00 

Vidi-ST 16-tone video frame grabber inc. digitising software £95 00 

Philips CM8832 colour monitor wilh ST cable £219 00 

Philips CMB833 stereo version ol above CM8832. plus A/V inputs £229.00 

ITT CP3228 16 5" remote Ctrl TV/Monilor, wilh ST cable £229.00 

Pace Linnet Modem Pack, includes cable and Comma software £179.00 

Contriver Hl-fles. Mouse including mouse mat & pocket £22 95 

520/1040 STF/STFM Joystick accessibility extension adapter £ 4.95 



AMIGA 500 LOW COST RAM UPGRADE 

t> 512K RAM/CLOCK unit : directly replaces A501 expansion 

A Auto- recharging battery backed Real-time Clock 

il Compact unit size ; Ultra-neat design 

t> Uses only 4 D-RAM chips tor high reliability 

-V Low power consumption 



RAM Expansion only £69.00 inc. VAT delivery 

Also available without clock tor only £59.00 



External 5.25" 40/80 track swrtcfiable floppy drive for Amiga £1 14.95 

Omega Projects MIDI Interface including 30" serial connection lead .... £29.95 

ITT CP3228 16.5" TV/Monitor wilh full rem/ctrl a SCART cable £229.00 

Philips CMB833 slereo sound colour monitor, c/w Amiga cable £229.00 

Pye 2325 15" TV/Monitor wilh Teletext, rem/ctrl. c/w Amiga cable .... £269 00 
Amiga 500 dust cover „„..,„ £ 4.95 




All prices Include VAT delivery & cable 





1 2 MONTHS ON SITE MAINTENANCE 

CONTRACTS FOR ANY STAR 
PRINTER. AVAILABLE AT TIME OF 
PURCHASE ONLY Z 5 75 EXTRA. 



Hugely successful 9 pin printer, the Star 
LC10 provides 4 NLQ fonts (96 print 
combinations} at 36cps and 144cps draft. 
Includes 4K buffer and IBM/parallel inter- 
face, front panel operation, plus paper 
parking, allowing single sheets to be used 
without removing tractor paper. 



Only £169.00 

Colour version also available 

Only £215.00 

Prices Include 2 extra 
black ribbons fre e of charge. 



Star LC24-10 multifont 24pln printer, amazing new low price 

Star FR-10 9pin 300/76cps with 31K buffer. 16 NLQ fonts. 

EE-PROM memory & 12 months on-site maintenance 

Star FR-15 wide carriage version of above FR-IO 

Star LC-15 wide carnage version of above LC10 

Olivetti DM100S super 9 pin 200/30 cps. 1 year on-sito warranty ... 

Panasonic KXP1081 rotiablo - sturdy Spin 10" printer 120/24 cps 

Panasonic KXP1180 feature-packed mullilont 9 pin 11* 

Panasonic KXP 1 124 good specification multifont 24 pin 1 1" , „ 

NEC P2200 budget 24 pin 168/56cps 

Epson LX400 (was LX800) budgot 10" 1B0/25 cps 

Citizen 120O budget 9pin printer 120cpa — , 

Mo'irmsmari'i tally MT-B1 130/24 cps . [ .^..^,^^^^^. 



£239.00 

£399.00 
£499.00 
£329.00 
£129.95 
£159.00 
£179.00 
£269.00 
£279.00 
£179.00 
£139.00 
£149.00 



3.5" Disks 



10 Bulk packed DS/DD 3.5" disks 

with labels, fully guaranteed £ 9.95 

25 bulk disks as above £22.95 

10 disks as above with plastic case £1 1.95 

25 disks as above, with 40 capacity 

lockable storage unit £29.95 

Kodak DS/DD 3.5" disks, (op quality 

storage media, fully guaranteed. Box ol 10 ... £17.95 



How to order from 


All prices Include VAT and delivery. Express Courier delivery £5.00 ewe. 


Send cheque, Postal Order 
^ or ACCESS/VISA card detaUs 


Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 
WORCS WR11 4SF 
<0 0386-765500 

fax 0366-765354 




WSfl Phone us with your 
UHy ACCESS or VISA 
«■ card details on : 
C^J IT 0386-765500 


Govt., pduc. * PLC or dm wrirome 
Same day dripalch «hrnr»rr pwiiblc 
All goods tubjret to availability. l.M >.l . 


R"«"l |76I Perehore Road, Cotlrridgf, Birmingham B30 3BI1 Tel: Oil 451 4564 
2ho'« - 5 Gliiwn Knd. Cambridge CHI 211 A Tel: 0223 3MK9B 
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GIVE OR TAKE 



Looking for a software barg? Or want to flog that 
ancient bit of hardware that's been festering under 
your bed for a trillion years? Perhaps you're 
launching a fab fanzine or seeking a 16-bit soulmate? 
Well your probs are solved by filling in the coupon below 
(in not more than 30 words) and sending it pronto to 
Give Or Take. And what's more, the service is absolutely 
free!!! But remember: no actual 'selling' of software is 
permitted and if you're a business you'll have to 
advertise in the Classifieds section. 



HARDWARE 

• AmsrirjdCPC *64 G'een Monitor CHO 
■wot*! sohware 'OC Counsel - fvirhet 
Dungeon. Kurg fu M, G'een Betel. 
Npnem Come on. o bargain at £280 
□no Phone Darren on (01) 263 7914 

• Alan ST 'asf Bas.c (cartridge version) 
full documentation £5Q or oHom Ring Tony 
on |0462 1 874600 

• for sale Spoc'tum »2 including ligM pe" 
and 10 gomes mc Strider. Robocop (has 
cocked cassette Id) o'»o includes joystick 
Sell for £ 1 00 ono Phone Monhew on 0622 
Bid 163 ohethve o'clock 

• Am.go 500 compute' 'or tale Include* 

50 blank diiks, E300 worth oi software. 2 
loystrcfci. TV mod . ■ aH boied with 
leads. E325 Alto 0.5Mb RAM expansion 
C75 Phoee Alun Lyons (02576) 2245 

• Speci'um 12B -2 'o> sole includes one 
Chee*ah [oystic* end OW SO gomei 
including P Type and Fith and th'omes 
pack Will let* fa. CI 10 ono Ring lee on 
|0634 1 360304 

• Aw, 520 SIFM Power Pack >nc 23 
lottware Met bo»cd new C2B0 - Se>ko*ha 

51 S0AI 24 pin pr.ntnr new C750 - muiora 
fa» C450 Mortgage -ate fates bargain 
sale lol (024027) 3 10 Anytime 

• Mini condition STFM lot vole Wonh 
C5°0. sell far C299 Upg'od.-g to 1040 
STFM - Mohmood Kholtd. 7 Montgome'y 
St . Sparkbtook. 8'ham. B1 1 UN Warned 
los* replies 

• St-go System -3 controllers. 7 games 
Wc-ih over £260 Selling fa. £125 47 
NortM.eld Close. South Cave. B-ouqh 



North Humben.de. HIM5 2EW Rmg 
10430)423202 A,kfafMo"he- 

• Alo-i 1 040 STf M plm e.t-os £400 - 
fnson q Mi'age plus targe libtary £450 
ono Mu'ola fa* machine £450 ono Tel 
Steve |024027| 310 anyi-me 

• Sega Super system light gun. 3D glasses. 
2 |oy pocks, gomes. Afterburner. California 
Games. Shin,!,. WanaWboy £100 Tel, 
Dean |0I) 550 0830 

SOFTWARE 

• Public Domain Software for Atati 51s fa. 
delaiU send SAE la M Wolsh 2° Kirkham 
Road. Heold G'oen. Cheadofa. Chesh>ie 
SKB 3DS 

• Amiga Software swop D'agon Ninjo, 
Zynopt. JmJuj, Sm»<?f fighiet (For oihe.s on 
scop) Originals onty please. Fot the A500 
o"lj |* compatibles) Call Sachln on |0l) 
346 /554 far fall aetorli ond ■ nfotmalKin 

• Swop my Populous. Spiling Image. Vlani 
fa' Kiel OH rest Drive H o. any snip poker 
Phone Jason on (0248) 77489 Or ig malt 
and Ala' i Sis only 

0 Ate you Inio demos? Then try my 5"ar 
T'ek Demo Diq> sound and pici Needs 
Ala" ST I meg memory and drive £2 80 
includes disk and postage 

PENPALS 

• Amiga 'reakl Wanls contacts oil over the 
world Wtite «o. Orn Thomson. P O Bo» 
9032. 1 29 RVIK. Iceland Onlyha«SluU 

• Hi. Amiga contorts wanted e*en 
beginners I m fast ond I00%ieply 
gua'onteed Send fab io 5*eve. 32 Caiion 



BOOK YOUR FREE AD HERE 

ll you d like to adve'lse in Grve Oi Taie. phrase fill m the coupon below m BLOCK CAPITA1S 
ond send iMo Give Or Take. ZERO. 14 Rathbone Plate, London W1P IDC. Don't 
fa'get 'o enclose your oddtess and pnone number and remembe. io mark the envelope with the 
OQp'opnQie tect<on We can't accept any software sales and pirvale advertisers will have lo 
advo"isr< in The Ctassi!<eds section. 

• Please include my advert (which it no more than 30 words) 
under the fallowing heading: 

HARDWARE SOFTWARE PEN PALS LONELY HEARTS 
WANTED FANZINES MESSAGES AND EVENTS 
BIRTHS, DEATHS, MARRIAGES AND DIVORCE 
Name 



Add 



ress 



Post Code 



l' you don't wont to duiect your spanking new copy o' ZERO it's simple - use a photocopy 
WARNING! ZERO :a«noi guarantee to ploce every od received ZERO 5 



Rood. Woodlands. Doncaster. S/Yorks. 
DN6 751 P S Hi Io myg.rl Shed 
S Ajan ST owor wants pen poll far swops 
» c hints, tips, lilts etc Write to 270 
Crowme*e Rood oVvedete Poddccks. 
Shrewsbury. Shropshire. SY2 51F Dan' I 
delay, write *odoy' 

• Amiga penpals wanted woildwkta to 
Swop mto etc Wnle or send diiis to P J 
White. 5 Chutch Coo". Anslon. ShehWld. 
531 7FR. England. 

• Mommy wants la swop Amiga Software 
SO horny op ond wnle 1 00s reply 
guo'0"ieed Send l<si* etc lo this addmss 
Mammy Hamste.. 32 Westb>ook Avenue. 
Hatilepoal. Cleveland TS 25 5HU England. 
Earth. Galaiy. Universe 

• Contacts warned on SI. in Britain or 
obiood "0 swop l»ps. hinls. sohwaie Wnle 
lo Collum. 51 Wh.leheld Crester-l, 
Newtown St BosweH). Melrose TD6 0PX. 
Scoiland (0835122515 

• Amiga contacts waned to swop PD etc. 
slog oK SI owners ond ujik about lifa 
general Wriie ro iames Met>a ai 46 
Chumcwe. Sdrchley. Telfard TF3 1YV. 

• ST contacls wanted. 100% reply 1/2 
meg only Wnle lo Sieve- Tavler. ?0 Ptas-V 
Gami: Bond Goodwick. Dyfad 5AQ4 0EL 

• Amiga tanloCs wanted to swop laWK 
100'*. 'eply guoronleed Send liSH and 
disks to Andrew. 2 Cholsworlh Ave 
Mevborough. S Ycks. 564 0HU Greetings 
lo The Survivalisl. S*ve r Simon, Reuben and 
Dovo. | 

• Amiga conlocrs wonted PD Shareware 
Demos ond mote AI' latest Huff Send 1 1 sH 
io Sieve Kennoid. 12 Ashwell Road. Bury 
St Edmunds. Suffolk Vi'ui Killers wanted, 
mine fa. yours. 

WANTED 

• Wonled Phoier I oice ond Zillion Gun* 
and senses Musi be working Cash po d 
Contact Nik Tyrrell 37 Hawkins House. 
Wofergaie S>'eel. Deptioid. london SE6 
3HU 

• Warned Sego 8 bo and Nintendo gomes 
and PC Engine games 5end the 'id oi your 
games 'a Rich 4B Cur'enls lane. Harwich. 
Esse*. CO!2 3DE 

• Wanted games toi Sogo Master System 
Phone Paul on f06IJ 437763 1 aher 6pm 
VHS contacts required Send VHS Ims to 
Cordon Keoncm. 6 | Glentirutan Road. 
Glasgow G20 8JG Anyone know how io 
'■> Ponasomc NV-366 Video Recorders? 



Mine luffe-s Irom a wonky neadlll 

• Wanted PC Engine software Sod to Mqi 
oi 1 64 Claughton Ave, C>ewe Cheshire 
CW2 6ET Phono (02?0| 216549 Amiga 
coniacls send c phone as well 

LONELY HEARTS 

• 1 4 yea' old Aiori ST owner seeks 
beoutiful 14 yew old girl who alio has an 
Aia'i 5' to twop game* and hps Enclose 
picture W'lh name and oddtess to Tarry 
Donnelly. 1 0° Undeiwood Rood HaHers 
Hyde. Cheshire 

MESSAGES AND EVENTS 

V Ever fatgel events such os Birthdoyi. 
M O.Ts. Anniverio'ie(t<C ? Then lei ui 
>em>nd you Wrile to ForcjetMe Not, 112 
Rorhweli Rood. Des borough Norihot* ts 
Remember we remind you to lemembei 

• I think that Hannoh should go out with 
David because she b su'ied to him Heart 
Hoor' And so toy afl ol irs Hello lo 
lightmovet Written by Don. 

• I'm looking fat Amiga contacts serd mo 
a list o' you' games a'vd we'll see 'ram 
*e.e W'.ie to John Smith, 1 7 Foirle Ave. 
Mansfield. Noes. NG19 6RM 

FANZINES 

• Atati ST Fanzine, every month 50p Send 
chequo/PO io ** "Crwd' Editor at Preston 
East Farm, lynehom. W.rh,, 5N 1 5 4DX 
God reviews, previews ond tests rsew 5T 
games Editor ii M Toms 

• PC Engine fanatics lanr.ne. Packed with 
news, io views, rtpi ond lots mare. Send °0p 
far falesl Issue to Onn lee. 1 25 Arnold 
Rood 8ettwood. Notts. NG5 5HR Includes 
other consoles. 

• The oce fanzine *T.P" is available lo 
anyone who sends ?0p ond on soe la P 
Taborn. 2 learn L>ive. Bum-wood. WoliaU. 
5laffs Do nol hesitate up the irons! 

BIRTHS, MARRIAGES, 
DEATHS AND DIVORCES 

• Due io death of Toshiba fiela V-deo 
Machine will swap 50 prerecoidnd ae'a 
lilms far (he PC compatible or Amiga AS00 
The Tosh will be ihrown In as well Phone 
Joseph on (0742) 8841 B3 

• The death ol Tommy The Budg-e sad- 
dened us all He wQi bu'ied in the garden 
with hit I ite long faend Enge Kelly 
has super seeded Tammy, he is a 
dart, annoying moniocl 
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THE STRATEGY GAME 





OF THE DECADE ARRIVES 



As a new Ice Age dawns in 
Rainbird's gigantic new classic, 
strategy gaming also enters a 
new era. For Midwinter is a 
genuinely original concept that 
launches revolutionary 
techniques onto the home 
computer screen. 

The scenario is convincingly 
realistic as a new Ice Age grips 
the world. Together with a small 
group of pioneers you have 
colonized the Midwinter Isle, a 
160,000 square mile land mass 
now under threat from invaders 
intent on seizing your sanctuary. 

Compelling action and strategy 
take place across a spectacular 
3D fractal generated landscape 
with its stunning geographical 






accuracy. You control 32 
personalities, each with different 
qualities, skills and complex 
personal relationships. Enemy 
movements can be tracked, and 
battle plans made, using the 
incredibly detailed on-screen 
map. 

In your bid to defend the life- 
supporting heat mines, you can 
ski, hang-glide, travel by snow 
buggy or cable car, snipe and 
sabotage the enemy. There is 
no easy way to win, but the' 
game's unique depth and 
absorbing complexity will keep 
you trying until you do. 

The deep Midwinter is upon us. 
Be prepared for a long and 
exciting battle against its 
elements. 




I Mi fj I 














Ik 1 




^IQ, nUrr a mcdiaei'af era in a mystiait n'orlrf u'here IVanhoe, our - 

cfttoafanu fiero, pursues a perilous tjuest ... a quest from u'hich most 
mortals Would run . . . an adventure which most inert Would (earl 
Strap on your armour, take up your su'orcf and brace yourself to face 
^4 the magical powers of the most evil of wizards, the piundcrous pirates, 
the most awesome of dragons and a host of hideous 'beings' in this (and offeaauk. 
Superb animation, by the cartoonist Whose brush gave us the Hsteri.x 
movie, and beautifully executed graphics create a Visual impact as yet unseen In the 
media of iutcractk'e entertainment, ivanlwe - yUjht for your Oft . . . and leaend! 
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CONQUEROR ★ INDIANAPOLIS 
500 **FJJLL METAL PLAN 
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SPACE -ACE J 

COMPLETE SOLUTION ( 



Telephone: 061 832 6633 Telex: 



